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STREET FRGHTER i TERfllfMILHSMJ 


Before beginners con use the strategies, tomboy and tactics presented in ibis guide, it's important to learn the common vocobulory of the 5/reeJ fighter ft community. This language consists of not only official terms, but also 
naming contentions coined by various players us new techniques were created and explained. Learning these bosk terms also provides u solid understanding of the core strategic concepts to construct effective gameplans. 


BASIC ABILITIES 

Despile the diversity found in the Sireet Fighter cast, ouch fighter shares 
the same control configuration and, therefore, the some basic move set. 
These moves are divided amongst several categories, each with distinct 
properties separating them. 

NORMAL MOVES 

Normal moves are attacks that require no control pad input. For exam- 
ple, when you press HP your character responds with a Hard Punch. 
Normal moves are great for slopping special normals or special moves. 
Normal moves come in four basic groups, including; crouching normals 
(hold + on the contra! pad), close normals (dose to an opponent), for 
normals (at a distance from cm opponent}, or jumping normals (in the 
air, pressing a punch or kick button). 



SPECIAL NORMALS 

Speed normals are moves that require one controller motion plus a but- 
ton. As an example, try Chun Us ■* + HK. This makes her perform a 
Knee Flip Kkk high Into the air over opponents. Those moves aren't part 
of the four basic groups of normal moves that each cho racier bos in 
common. A. most every character has one (or more) of these moves, so 
learn to utilize them. 
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SPECIAL MOVES 



Special meves ore moves that require multiple controller inputs plus a 
punch or kick at the end of the last input. These are powerful attacks 
that inflict o lot of damage to an 
opponent. Almost all special moves 
con be used at the end of a combo 
for a big finish. Special moves also 
cause block damage, so be wary of 
blocking an opponent's special 
moves when your character is low 
on health. 



SUPER COMBO 

Super combos only exist in Super Street Fighter II Turbo. These attacks 
have special properties that usuolly consist of one (or more} special 
moves that are modified to hove shadows behind them. Almost all sof 
these attacks can be used in a combo, and some can be fallowed up with 
normal or special moves. All super combos have invincibility frames at 
the beginning, so they cannot be stopped before they reach their attack 
phase. Also, all super combo attacks require a full Super Meier, ond the 
attack drains ihe entire meter upon execution. 



THROWS 

Throws are performed by pressing * or* along with a medium punih, 
bard punch, medium kick, or bard kick (depending on the character}. 
Throws ore instantaneous and unworkable, bat they cannot be used 
while an opponent is reeling from an attack or stuck in n block anima- 
tion following a blocked attack. Ground throws cannot be used against 
airborne opponents. Therefore, it's possible to escape every throw 
attempt by using a properly limed counter-attack with invincibility 
frames (such us Guile's Somersault Kick or M, Bison's Knee Press 
Nightmare}, Any throw with multiple hits is not techable, and only Super 
Turbo characters have the ability to tech o throw. 



BLOCK DAMAGE 

Black damage is a term used to describe the damage dealt by a blacked 
special move. An attack's block damage is usually a small fraction of its 
actual damage (the damage that would normally be dealt if the attack 
were not blocked). However, a cornered opponent farced to block mul- 
tiple special moves without a sofe means of escape will quickly lose a 
significant portion of life. Super combos also deal blade damage when 
they are blocked. 




INVINCIBILITY FRAMES 



Some special maves ond super combos have invincibility frames, usual- 
ly al the beginning of the attack. During this short period of time, the 
character becomes invulnerable to all attacks. A great example of this 
is Chun-Li's super combo (Senretsukyaku) where she unleashes six kicks 
in a row. She can pass through projectiles by performing this super 
combo at the last moment, ond proceed to pummel her surprised oppo- 
nent, Special moves such as Ryu's Tetsumaki Senpukyaku (from Steel 
Fighter It Turbo) also have invinci- 
bility frames. In this case, the short 
invincibility period begins when Ryu 
leaves the ground and lasts until he 
starts to spin around in the air. With 
proper timing, this move con he 
used to puss through projectiles or 
escape any throw setup. 



, 

- 

* 












trs £ASY TO follow ANY Of 
Rvu's jumping HPs w/tp p/s 
Close STAND/NG HP. HOW£U£R. 
/T'S W/S£ TO ONLY f/N/SP MTP P/S 
CP SPORYUKCN (f TP€ COMBO (S 
STARTBO W/TP A P/GP JUMP-/N HP. 


LINK COMBOS 

Many clacks cause such a long hil stun and [eraser so quickly that nn 
opponent is left reeling long after the attack animation finishes. Van can 
follow the natural end of one move with an oilier move, so that the two 
register as a combo. This is known as a “link ” 


trS possmie to i/np Bianpa's 

ClOSf STANDING MP W/TP 
ANOTPBR Close STANDING MP. 
TP£N l/NP WTO P/S CROUCP/NG HK 


AfTBR IAND/N6 HfN'S CROUCP/NG 
MK. YOU S/MPIY NeeD TO COM ~ 

piere tpc Hadopbn mot/on to 

TRUNCATe TP£ CROUCP/NG MH 
R£COtf£RY AN/MAT/ON AND SCORS A 
TWO-P/T CANCfl COMBO. 


JUMP ATTACK COMBOS 


Jump attacks make excellent tom ho 
openers for a number of reasons,, 
including: they cause a lengthy hit 
stun; they don't push an opponent 
back vary far; and they permit 
another attack almost immediately 
upon landing. A common miscon- 
ception is that it's always necessary 
lo perform a "deep jump-in Jr attack 
(on air attack performed as fate as 
possible]. While this method allows 
for more lime to follow up will} a 
ground attack, it also pushes the 
opponent further away front ihe 
□flacker. On ihe other bond, a "high 
jump-in" (on air attack performed 
os early os possible) I eaves the 
attacker some air time lo load clos- 
er to the opponent, hoi tightens the 
timing on the follow-up ground 
attack. 


Pressmg me mot/fflWG IP strr- 

TOM R£P£AT£DtY MW ZMGf£f 

vmos a fOt/R- or em-wT rap/o - 

me W£AK ATTACK COMBO 8£fOR£ AS/ 
OPPOS/£S/T iS P(/SM£0 Ol/T Of R/WGE 

J 


SASIC COMBO THEORY 

■ + e simplesl terms, a combo is a series of attacks that cannot be blocked or escaped from once ihe initial attack connects. Standard ground combos end when on opponent is allowed enough lime helween hils to recover 
r : block), or when the opponeni is pushed oui of attack range. With ihe exception of a special sel of moves available in H Turbo, no attack con hit the opponent following o knockdown. The challenge 

: .::islructing powerful comhos lies la avoiding these limElotions for as long os possible. Although it's impossible to catalogue every possible combo, most combos ore composed using a relatively small set of simple techniques, 
. nderslontfing these principles Is the first slep in creeling new and inleresllng combos. 

RAPID-FIRE WEAK ATTACK COMBOS CANCEL COMBOS 


West characters hove ett least one standing or crouching light attack Sat 
can be chained into another, known os a rapid-fire weak attock. A 
"chain" is the interruption of one 
normal move by using anolher nor- 
mol move. Ihe only characters with- 
out any rapid-fire weak attacks are 
E, Hondo, Blankn, Dhalsim, Vega, 
and Sagat. 


One of the groundbreaking features of the Stmt Fighter it game 
engine is the ability to "cancel" normal attacks. A cancel is the inter- 
ruption of a normal attack iitlo a special move. Not ail normal moves 
con be cancelled, and some characters have different sets of normal 
moves that cancel from one version to the next. 


3 






ADVANCED COMBO TECHNIDUES 


An Illegal cancel" is something like crouching LK, crouching LK, crouching IK, or Flush Kick. Normally,, the game doesn't allow rapid-fire weak attacks la he canceled nfler they have been chained together However, you con 
utilize the Renda Kara technique 1c circumvent this rule. Although it's not necessary la muster these techniques to be successful against most opponents, many players find ihem interesting intricacies of the gome engine. 


CROSS-UP JUMP ATTACK COMBOS 

Some jump attacks cnn hit on opponent from in front of and behind an 
opponent. Jumping over an opponent and connecting with this type of 
□ir attack while facing the wrong way is known as performing a "cross- 
up 1 jump attack. Since cross-ups ore performed while facing away from 
nn opponent, they pull the opponent toward the attacker instead of 
pushing them owoy. This creates opportunities for longer combos than 
normal compared with frontal jump-in attacks. 




you cm cancsi T Hawk's 

STANDfNG MAC fNTO M/S 2~HfT 

HP Thunosastr/ks for a 3-h/t 

COMBO, ADD/NG A FRONTAL JUMP-fN 
MAC TO ms BSG/NN/NG OF TH/S 

combo causss ms sscom HP 
Thunosrstr/ks h/t to wh/ff, On 
ms othsr mm PSRFORM/m a 

CROSS-UP JUMP-fN MAC RSSUITS /N A 
GUARANTEED 4~H/T COMBO, 


CORNER COMBOS 

Attach performed mid-screen push an opponent away from the attack- 
er. Similarly attacks performed against a cornered opponent push the 
attacker away. The main advantage 
of "corner combos" stems from a 
rule regarding projectile attacks 
(such ns Guile's Sonic Boom or 
Sag at s Tiger Shot). 

Although projectiles typically push 
an opponent back, performing litem 
against cornered opponents does 



not push ihe attacker oway. Churocters with quick projectile recovery 
can use this convention to follow the projectile up with another attack 
against cornered opponents. Furthermore, the corner provides a bound- 
ary necessary for several important juggle combos. 




(V/m ms propsr spac/ng, you 

CAN CANCSl GhUN-LCS STANDfNG 
HP fNTO HSR MP AC/KOKSN AND 
ST/U HAWS SNOUGH T/MS TO l/NK A 
CROUCH ZNG MAC FOR AN fMPRSSS/US 
CORNSR D/22Y COMBO, 


JUGGLE COMBOS 

Super Sheet Fighter ti Imho was the first Street Fighter game In which 
opponents could legitimately get hit multiple times while in ihe air or 
after a knockdown attack. This "juggle combo" system follows very slrid, 
well-defined rubs. Certain moves are assigned specific constant juggle 
potentials, which limit ihe number of juggle bits they can perform, 

Most super moves have a juggle potential equal to ihe number of times 
they hit, and ihis property even extends to an exclusive group of spe 
cial and normal attacks. To start a juggle combo, you must knack your 
opponent into the air by a move with nan -zero juggle potential. After 
doing so, ike opponent may be juggled for a maximum number of hits 
equal to the juggle potential of the attack used. 

M. Bison's Knee Press Nightmare is a 4-bit super move with □ juggle 
potential of four. Connecting this attack against a grounded opponent 
causes a knockdown an the final hit, creating a juggle selup. M. Bison's 
jumping MP has o juggle potential of two. Following his Knee Press 
Nightmare, use two jumping MP attacks to juggle the opponent for a 
total of six hits. Upon reaching the two juggle-hit limit, ony further 
jumping MP attacks will fail to connect against the falling opponent. 



As n counter-example, il's impossible to juggle after M. Bison's Double 
Knee Press special because it has zero juggle potential. Therefore, it 
does not qualify as a valid jagg I e setup, even though it knocks the oppo- 
nent just as high into the air as bis Knee Press Nightmare. 


SUPER CANCEL COMBOS 

Since super combos require such lengthy input sequences, it's nearly 
impossible to perform "super cun cels" in the same way that a special 
move cancels. The timing is simply loo difficult la be practical. 
Therefore, it's necessary to incorporate the desired normal attack 
halfway into the super move command. Ihe specific methods vary 
greatly from super combo to super combo and with each normal that is 
canceled. With u little experimentation, il's easy to find ihe best method 
for performing any desired super cancel. 




RENDA KARA CANCEL COMBOS 


In general, ihe Street Fighter H 
game engine does not allow a rapid- 
fire weak attack to be canceled into 
special moves or super combos if it 
has been used in a chain combo. The 
easiest way to overcome this obsta- 
cle is to alternate between crouching 
and standing light attacks on the hit 
before the cancel. This isn't a viable 
option, however, against crouching 
opponents because the necessary 
standing light attack will miss. 

The advanced solution, called 
"Renda Kara" canceling, is to per- 
form the desired number of rapid- 
fire weak attacks, then chain them 
into one more weak attack but can- 




r ■ nk the target spend or super combo before it animoles. Although 
-rrtring this method requires extensive practice, it's a powerful and 
b technique. Since the final light attack is not meant to connect, 
ft s ~orhad can even use light attacks th-ol are not normally cancelable. 



After mv three crouch- 
ZA/G LK ATTACKS. TAP IK OA/E 
MORS TZME Am ALMOST S/MUL- 

taazeously press i + HK to Pea/da 
Kara qaazcel zazto GuztKs HK 

SOMERSAULT KZCK fOR A 4WZT 
COMBO. WWT MAXES TP/S COMBO 
EVEAZ MORE UfTERESTZ/JG ZS THE FACT 
WAT GUZLE'S CROUCHZAZG LK ZSA/T A 
CAA/Cf CABLE A/ORMAL MOKE 


CPS1 CHAIN COMBOS 



Of the five games contained within Hyper Street Fighter tl Anniversary 
(ofiectiofi; the first three games were produced for Copcom's CPS1 hard- 
ware and the find two for Copcom's CPS2 hardware. Street Fighter /( 
Street Fighter II Champion Edition, and Street Fighter If Turbo all shared 
o peculiar glitch known as the "CPS1 
chain/' whereby rapid-fire light kick 
attacks could be chained into medi- 
um ond hard punch attacks. 


Following any crouching rapid-fire 
light kick attack, you could press 
standing LK + MP or LK + HP to 
cause a chain into that attack. The 
liming [s the same as chaining 
rapid-fire light attacks. Oddly 
enough, standing light attacks can 
only be chained into crouching 
medium and hard attacks, while 
crouching light attacks can only be 
chained into standing medium and 
hard attacks. Those characters who 
do not hove rapid-fire light kick 
attacks do not have this ability. 




DEFENSIVE ABILITIES 


The decision to block high, low, or the opposite direction is a huge factor in every match. Most standing attacks 
are blocked high by holding +■ or low by holding *\ Most crouching kicks hit law, so hold * to block them. 
To block jumping attacks, hold . 


TURTLING 

A player who does too much block- 
ing is sometimes referred to os a 
"turtle." This term refers to a defen- 
sive style of play that relies on posi- 
tioning, patience, and safe moves to 
slow down the pace of the game. 


BLOCK STUN 

Fallowing any blocked attack, the defending character is stuck in block 
animation for a fixed period of lime. This condition, known os ''block 
stun/ varies in duration based upon the strength of the blocked attack. 


CROSS-UP DEFENSE 


If an opponent jumps over yoor 
character and attempts a cross-up 
attack, the correct block direction 
depends on the opponent's position 
when the hit occurs. If the cross-up 
connects before the attacker makes 
it to the other side, hold «- to block 
it, fust like o frontal fump-in attack. 

If the cross- up connects after the 
defender turns around, it must he 
blocked high in the opposite direction. 


This glitch was removed during the transition to CPS 2, and therefore 
making it absent from the Super Street Fighter ft and Super Street 
Fighter tl Turbo characters in the Hyper Street Fighter ti Anniversary 
Collection. 



Peter coaza/ectza/g mw Pyus 

CROUCHZAZG IK TT'S POSSZBLE TO 
CPSt C/ZA/AZ /A/TO HZS STAXO/A/G 
HP BY L/SZAZG WE LK + HP ZAZPUT. 
THIS CAAZ EL/RWER GAA/GEL ZAZTO AAZ 
HP HaDOKEAZ/ n/ZS POWERFUL 3~ 
Z/ZT COMBO i/SMLIV DIZZIES AAZY 



OPPOAZEAZT 




M, Bzsozu erom Street Fighter 

ff CHAMPZOAZ fOZTZOAZ HAS A SET 
ORDER Of MOVES WAT CAAZ KEEP 
AAZ OPPOAZEAZT ZAZ BLOCK STUAZ FOR THE 
EA/TZRE GAME PERFORM A SCISSOR 

Kick crouchzazg MK LK LP Psycho 
Crusher. LK. LK. Scissor Kick Lover 
aazd over/. Your oppoazeazt mu have 

FEW QPTZOA/S TO ESCAPE A SLOW DEATH 
BY BLOCK DAMAGE. 
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TICK-THROVU 


REVERSAL 


While keeping on opponent in block stun, follow op uny attack by imme- 
diately throwing them, This is known os "tick-throwing." This usually 
involves using an LP or IK Attack to put the character in block stun, then 
moving forward lo throw them. This is one of the harder attack 
sequences la escape. 



THROW ESCAPE 

Ta combat an over-reliance an throwing, a throw escape system was 
added that reduced throw damage in half. This is known as "techTng / 
To perform it, input a throw command immediately after being thrown. 
This enables the defender to escape the throw and fly into the air 
halfway, only loking half damage. It lakes time to master the timing for 
ibis technique, hut it is a great skill to learn. 



WALKING UNDER JUMP-INS 

When using a character with excellent walking speed (such as thun-Li 
or Vega), walking under jump-in attacks becomes a very effective air 
defense tactic. This technique enables you to avoid the opponent's attack 
and gives you the initiative. Use it ta set up big damage by tricking on 
opponent into blocking the wrong way at the last moment. Mast char- 
acters can walk under a character with an extremely slow [amp (such as 
M.Bison or Chun -Li). 



SACRIFICE THROW 

Another great technique is the "'sac- 
rifice throw/ otherwise known as 
" la king the hit/ In some instances, 
getting hit hy an opponent's attack 
early enough enables you to recov- 
er first — and throw them — before 
they can follow up with another 
attack. This is great when an oppo- 
nent performs an early jumping HK 
in an attempt to counter your char- 
acter's anti-air options. By walking 
directly into the attack withaul 
blocking, you will he free to throw 
them first as they land. This tactic is 
also extremely useful in getting out 
of cross-up situations. 



A "reversar occurs when a special move or a super combo is performed 
[n the first instant following hit stun, block stun, knock down, air reel 
animation, or throw tech. Air reel animation is simply when a character 
gets hit in the air by a non-knockdown attack. The character basically 
does a backflip and becomes invincible until he or she lands. Each lime 
a reversal is performed, the game notes it with o congratulatory mes- 
sage and bonus points. Performing a reversal attack with invincibility 
frames is the only guaranteed counter to a tick-throw. 



WAKE-UP SITUATIONS 

Each lime your character gets 
knocked down, your opponent gains 
the opportunity fo establish perfect 
spacing for an attack. In each case, 
you must get your character lo 
stand up without getting hit by prop- 
erly defending him or her. This situ- 
ational guessing game is often 
referred to as "wake-up.* 

One of the mast valuable defensive 
tools in this situation is the wake-up 
reversal. This term refers to a spe- 
cial move or a super combo per- 
formed as soon as the rising anima- 
tion finishes. By performing a wake- 
up reversal (using a special move 
with invincibility frames], the 
defending player is guaranleed priority against any throw attempts or 
normal attacks. Characters from Super Street Fighter If Turbo con per- 
form a reversal super combo on wake-up. This is extremely useful in 
corner situations, when hath players ore low on health, 

Apart from performing a reversal, another wake-up option is to hlack 
patiently. Wake-up reversals are goad for countering an opponent's 
attacks, but they leave you vulnerable if your opponent chooses to wo it 
for them instead of attacking. Blocking will defend against any normal 
attacks, gradually pushing you away from the attacking character. As 
long as the altaiker does not attempt a throw, you will be safe. 



TRAPS 

Character's like Ryu and Ken hove 
Hodaken "traps," A trap is any 
repeatable pattern of attack that 
limits an opponent's options, leav- 
ing the defending piayer at a strate- 
gic disadvantage by rewarding the 
attacking player with sustained ini- 
tiative. 

Predicting the attacker's next 
move — and taking the safest 
course of action to ovoid it — is the 
only way to escape good traps. 
Sometimes the best option is to give 
up the block damage and wail until 
ihe attacker becomes repetitive and 
predictable. 




Goms/der th/s example; Ryu 

KMOCKS DOWM YOUR CHARACTER /M 
THE CORMER AMD THROWS A 
HADOKEM THAT H/TS YOUR CHARACTER 

om ware-up. Your qpt/qms are: 

BLOCK. GET H/T. OR JUMP ff YOU 
BLOCK RYU CAM THROW AMQTHER 
MADOKEM UMT/i YOU JUMP, ff YOU 
GET H/T Ryu ST/a HAS am aoyamtage 
The cam throw more PadokemsI ff 
you jump. Ryu cam umleash h/s 
Shoryukem, (/se a super combo om 

WAKE-UP. HOWEYER. AMD fTS ZMYZMC/- 
B/t/TY ERAMES W/U ALLOW YOU TO GO 
THROUGH H/S PADOKEM AMD PUT H/M 
OM THE DEEEMS/YE 


ADVANCED TACTICS 

Although a solid knowledge of the basic offensive and defensive tools 
will enable you to defeat most beginners, it won't be enough to take on 
intermediate and expert players. This final sertion is dedicated to 
advanced iacfics to help you defeat any opponent and, more impor- 
tantly, to help you understand why you lost. 


POKING 

Advanced gameploy involves several tactics to win Most players will use 
a barrage of normal moves instead of just doing special moves. Using 
safe mid-range ar long range attacks is known as "poking." Many spe- 
cial moves take much longer to recover than normal moves. As such, 
they arc more risky against experienced players who know the proper 
counter-attacks for them. Since poking is rather easy and safe lo do, il 
is more common than a lot of the oilier techniques. 




Mega's lomg-ramge crouch/mg 
IP EMA8LES H/M TO COMT/MU- 
OUSL Y BARRAGE AMY OPPOMEMT 
W/TH AMMOY/MG POKES, TH/S MAKES 
fT YERY D/EE/CULT EOR AM OPPOMEMT 
TO GET CLOSE TO YEGA OR PEREORM 
SLOWER ATTACKS. SUCH AS THROW/MG 
PROJECT/LES, 
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ZQNII\IG 

Hrie Doking requires knowledge of attack speeds and recovery roles, 
- ~q fetuses on attack ranges and positioning. The primary goal 
m* s to acquire and maintain certain positions on-screen that ore 
t lo your character's arsenal, but unfavorable to your oppo- 
’ : character. A character's best zoning distance is often equal to the 
wgt of that character's longest poke. 




WHALE CWM-tf'S MOST EFFEOTAYE 

zomamg ramge /s watham strakamg 

DASTAMCE Of HER STAMDAMG MP, 

Ohacsam ms a zomamg adyamtage of 

ALMOST THREE-QUARTERS SCREEN DAS- 
TAMCE FROM A M OPPOMFMT. fM FAST, 
GHALSAM'S LOMG-RANGE L/M8S ENABLE 
HAM TO THREATEN AM OPPONENT FROM 
SUCH A LONG DASTAMCE WAT ATS Off' 
FACULT TO ZONE AGAANST HIM. 


FOOTSIES 

It's difficult la mounl an effective 
long-range zoning game plan against 
characters who have a strong attack 
range advantage. In such cases, it 
becomes necessary to play "foot- 
sies/ The term foolsies is basically a 
subset of zoning that is focused pri- 
marily on close -range normals, 
where the most common goals are to 
knock the opponent down and set up 
cross-up opportunities. 

Slaying within close proximity 
reduces the advantages present in 
an opponent's long-range normals. 

It creates a sense of anxiety ond 
pressure far an opponent, who now 
risks damage to a much greater 
degree than facing your character at a great distance. Although such 
close proximity places your character in danger as well, it's a strategic 
sacrifice that is necessary la maximize your character's dose- range arse- 
nal. 

If an opponent attempts a slow, long-range attack to push you away and 
force you to block, attempt a tross-up to force the opponent into a dif- 
ficult guessing game. If an opponent attempts a quick short-range 
attack instead, stay [ust outside of the attack's range and use a crouch- 
ing HK to counter attack when it whiffs, or fails to make contact. 
Knocking down an opponent in this way creates an advantage for the 
offensive player by allowing far a guaranteed cross-up ar a tick-throw 
attempt. 




SmOF GUALES NORMALS HAVE A 
GREATER RANGE WAV PYU'S. ATS 
A MPORTANT FOR RYU TO STAY 
CLOSE TO GUALE AMD PLAY FOOTSAES. 

/F GUALE TRASS TO POSH RYU AWAY 
(V/TH HAS CROUCHAMG MR. RYU 
SHOULD WALK BACK TO FORCF AT TO 
WHAFF AMD PUMASH AT US AMO HAS 
CROUCH AMG NR SWEEP. ff GUALE TRAFS 
TO THROW A SOMAC BOOM, RYU CAM 
JUMP OYER AT AMD GO FOR A CROSS- 
UP ATTACK ff GUALF BFCOMFS RFLUC - 
TAMT TO ATTACK. RYU CAM SAMPIY 
AMCH FORWARD AMD THROW HAM. THAS 
FMTARFLY CLOSE-RANGE GUFSSAMG GAMF 
AS KMOWM AS FOOTSAFS \ 


MIND GAMES 

"Mind games" are the most important part of Street Fighter ii By tak- 
ing this approach, it's possible to make an opponent think that you will 
do a certain move, or series of moves, but instead do something differ- 
ent. By making an opponent do what you want them to do, you will be 
in control of ihe Entire match. Keep track of your opponent's habits and 
patterns. Along the same lines, break free from your awn patterns. 




fARST FSTABLASH A SAMPLE PAT- 
TERM USAMG REM AS AM EKAMPLE 
/ SUCH AS JUMP AM NR CROUCH- 
AMG LR CROUCHAMG MR NADOKEN/ 
BY PERFORM AMG WAS SERAES OF 
MOVES TWO OR THREE TAMES \ tf/HFM 
YOUR OPPOMFMT GROWS ACCUSTOMED 
TO THAS PATTERN BREAK AT BY DOAMG 
JUMP-AM NR CROUCHAMG CR THEM 
WALK UP AMD PERFORM A THROW. 
S/OW AT BFCOMFS VERY DAFFAGULT FOR 
YOUR OPPOMFMT TO PRFDACT YOUR 
AMTFMTAOMS AFTER A JUMP-AM, THE 
MFKT TAME YOU ATTEMPT WE SAME 
PATTERN YOUR OPPOMFMT MAY 
ATTEMPT A THROW ESCAPE AMD 
AMSTEAD GET HAT BY THE CROUCHAMG 
MR. NADOKEM COMBO . 


OVERALL GAME-PLAN 

While the tactics explained in this chapter provide answers to several 
comma n situations, they are far from an overall "gamepltm," A game- 
plan is a general outline of strategy and tactics for achieving victory, 
typically stemming from knowledge of character match-ups and player 
abilities. Hopefully after reading all these strategies, you will under- 
stand the game much better and construct effective gameplans for all 
situations on the fly. 


OLD CHARACTERS AND NOT 
SO OLD CHARACTERS 

There is a unique mode far Hyper Street Fighter; Anniversary Collection 
that lurks in the programming. It was originally intended for ihe arcade 
version of Super Steel Fighter II Turbo where people could select ihe 
Super Street Fighter II versions af their character in Ihe arcade. Bui 
when ihe programmers reprogrammed the code for the game, they 
made some errors and caused three characters to have same new prop- 
erties. To access this secret mode, before picking your character version, 
hold down ihe Start button, select "Super" made of play. How release 
Start, and move to the character of your choice and select them. How 
below your character, you should see the Super Street Fighter II Turbo 
logo (with Super in blae) with no super meter bar. This means you have 
successfully selected the "old" version of a Super Street Fighter II Turbo 
character. Of the 17 characters in ihe gome, three had differences from 
their Super Street Fighter II counterparts, Chun U hos a special normal 
{*■ + MK) that can now be done by doing {* + MK), This enables her 
to indude it in combos. Fei Long can buFfer his * + LK, 4 +- M, and * 
+ MP all inlo Rekka Ken's. Sagat has the ability to throw extremely fast 
Tiger Shot's without any recovery time, and the ability to use LK or MK 
to hit your opponent twice and follow it up with any special move. 


SUPER STORING 

Three characters in Super Street Fighter II Turbo have ihe ability to store 
special moves and super moves via a code. This was also a glitch, bui 
made these characters extremely goad in tournament play with this 
option, (hun Li, E. Honda., and Vega all have the ability to "store". To 
access this storing mode, before picking your character version, hold 
down the Start button, select "SuperT" mode of play. How release Start, 
and move to the character af your choice and select any character. There 
will be no physical change of the super meter and logo of your charac- 
ter, but you will hove moves that you can "store". Chun LE m store her 
Senretsukyaku by doing the super motion partially (Charge *■ far 2 
seconds, and hold + without pressing a kick pulton. The 

Senretsukyaku is now stored. This means whenever you hit the next 
kick button, the Senretsukyaku will automatically come out. f. Honda 
can do the same with his super combo (Charge * for 2 seconds, *+ ;+♦ , 
and hold * without pressing a punch button). He can also "store" his 
Ohicho Throw. If you do ^ * * +-, and hold *, whenever you hit 
the next punch button and are next to your opponent, She Ohicho Throw 
wll! came out. This con be stored in the air also. Lastly, Vega can store a 
flip kick. By charging *, and then holding *■, and pressing kick when 
you wont the flip kick to come out. 
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Blanka has one of the best thrav/ing ranges in the gome. He can grab 
cm adversary from insane distances, end it isn't susceptible !o the tech 
throw escape by Super Sim! fighter It Turbo characters. You can odd 
mare hits to the throw by rapidly pressing all three punch buttons. 


STANDING 

One of the best anti-air moves in Street fighter ti far Blanka is the 
standing HK. This move is o modified flip kick,, and Et r s □ great anti- air 
move far any adversary who jumps in. 


STANDING CLOSE 


The close-range HK is one of the 
Blanket coolest in- close normals. 
Without having to crouch, Blanka 
can sweep an opponent from a 
standing position. This is a 
huge maneuver in terms of the 
"high-law" game. In (hmpm 
Edition, Blanka's standing dose 
HP changed from the rolling 
two-hil to a one-hit attack, 


Blank n f s crouching HP is the second-best 
crouching move m the game. Only Guile 
can top him in this department. His crouching 
HP has great range and it stops on adversary 
from jumping most of Ihe time because it 
connects even if the opponent is in the air. 


THROWS 


CROUCHING 



NORMAL MOVES 


FIERCE 


+ + HP 


» /* +HP 


ROUNDHOUSE 


» + HK 


Jl 


r 


*' a y V 




One of the best slrcategies for Blnnkn is to get in fronl of the opponenl 
and jump straight up and down with HK, The jumping HK has a lot of 
range, and il can hit an opponent out of almost every move, mep/lhe 
Sboryuken. 


STRONG 


FIERCE 


SHORT 


FORWARD 


SPECIAL MOVES 


ROUNDHOUSE 


SPECIAL NORMALS 


Electric Thunder 


Eledrit Thunder is one of Blanks greatest moves, even one of the 
best anti-air specials, If an opponen! [amps in ol you while Blanker is 
performing it, they will get hil. You may get hit In the process, but it 
hits your opponent every lime, Electricity con also be used in a 
combo at ony lime. 


The Headbutt is a great move for pressuring an opponerrl. While put- 
ting your opponent in Block Stun, 11 hits twice and leaves you in on 
advantageous situation. 


Charge F 


Rollin g Attack 


The Rolling Attack hustwo practical uses. One is to use it in a combo, 
while the other m is for positioning. By using differed buttons for 
[he Rolling Atlock, you con go across the screen ond get next to an 
opponent wflbirt seconds. If you stop in front of your opponent, use 
u throw for maximum effectiveness and damage. 


Char g e », t + K 


Vertical Rolling Attack 


The Vertical Rolling Attack provides a huge advantage. Hot only does 
this move hil or the way up, bat if it misses on the way up, it will Till 
on the way dawn. This move is best used to hit an opponent on the 
way down and pul them in Block Stun, In this manner, it's possible la 
walk up and throw them. 
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COSTUMES 

STREET TIGHTER il 
COSTUME 


STREET FIGHTER II 
A1TERMTE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



STREET FIGHTER II 

Blunka's Rolling AfTock is weaker than ihe oilier versions and, if it does- 
n't hit llie opponent, it still goes into the air. Also, if you get hit out of 
the Rolling Attack, yen will take four times the do mage. Stay away ot 
oil costs! 


STREET FIGHTER II 
CHAMPION EDITION 

This version of Blanka lost the up- dose normal HP. This move was a 
somewhol weak, iwo-hit punch. Other lhan fhol, there were no major 
changes to this version of Rlanka. 


COMBOS 


STREET FIGHTER II 





STREET FIGHTER II CHAMPION EDITION 



STREET FIGHTER II TURBO 


HK Vertical Rolling Attack, MP, HK 
Vertical Rolling Attack 



STREET FIGHTER II TURBO 

Arguably the second-best Blanka in I his series of games. His Rolling 
Arrack trap into throw, and his overall speed make him a force to he 
reined with. His throw range is ihe best in the game, so use it lo your 
advantage. Knock your opponent down in the corner with a crouching 
HK, u$e the Vertical Rolling Attack lo land on your opponent's head as 
ne gets up, then go far the throw. This is o really difficull pal tern to get 
otitof. 


GOOD MATCH-UP 

US GUILE 

Allhuugh Guile can counter Bianka's attacks from across the screen, Blanka controls the flow of this match-up very well from up dose. Start the match 
wilh Blank o! a goad range, hut even if you get pushed away, il shouldn't be too difficult lo get hack in if you're patienl. When fighting up dose. 
Blanka 's poking normal moves heal almost all of Guile's effective pokes, plus they inffict more damage. In particular, crouching MR is fast and hits 
with ease. Guile needs to set up his attacks by ih rowing Sonic Booms, but it's easy to respond to these attacks. From up dose, use a crouching MK. 
crouching HK, or crouching HP lo either trade dumugewith the profectile, or hit Guiielo trade (and do mare damage) after the Sonic Boom is ofreadv 
out, hut before Guile has recovered, Blanka can also use the * + HP Slide, which moves cleanly underneath ihe Sonic Boom, hits Guile, and knocks 
him down to setup a cross- up wilh jumping LK Inla a combo or a throw attempt. This move is also safe if blocked, bul don't become too obvious with 
it or your opponenl may Somersault Kirk or sweep you out of it. Blonka can also jump over the Sonic Boom from close range and tFade with, or 
beat, Guile's onli-urr normal moves, tf Guile blocks any of these attacks, go for a throw after landing; Blanka's huge range gives him the advantage 
here. Blonka also has a number of effective anti-air options. Moves like standing MK, standing HK, standing MP, standing HP, nnd the Vertical Rolling 
Altai k [if charged} can all effectively prevent Guile from jumping at Blonka. 
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BAD MATCH-UP 

VS £ HONDA 

E. Honda can win this match for a simple reason: He bos some safe attack options ond Blunko doesn't. Without a projectile, Bkinka must use nor- 
mof attacks. Un fortunately, E, Honda can just turtle up and use random Headbutts to counter the pokes, If Blanks attempts to turtle against Honcfn r 
Hondo's pokes become more difficult to counter ond be must also face E, Honda's Hundred Hand Slap. This move is relatively safe against Blanka, 
ond tan do enough block damage to force you to respond. Use Blanko's quick jump straight up and down in E. Honda's face, where his high priori- 
ty M and HK con stuff almost anything Honda can unleash. This may also bait Honda into doing a FP Head bull If this occurs, it will pass harmlessly 
underneath Blanka, ond he con land and counter with a crouching HK before Honda recovers. This technique provides some extra time to try a setup 
with o cross-up LK. You can even misdirect E. Honda with Hopping or Electric Thunder attacks. Unfortunately, none of these options are particularly 
safe or effective, and defeating E. Honda usually requires some mistakes on the part of your opponent. 


+ + HK Knockdown, Ground Shove 
Rolling On Getup (Cross-up), * + 
MR, HK Vertical Rolling Attack 


SUPER STREET FIGHTER II SUPER STREET FIGHTER II 


Crossup MfJ +■ + HP MP Electric 
Thunder 


Jump In HK, * + HK, MK Vertical 
Rolling Muck 


SUPER STREET FIGHTER II TURBO 


jump in HK, * + HK, + * MK, HP 
Rolling Attack 


were are a couple of new upgrades worth noting in this version, Elonka 
- : d the Backstep Rolling Attack ond the ability to go past an oppo- 
mz ifth the traditional Rolling Attack. The Backstep Rolling Attack is 
:: for going over profectiles, or jus! trying to cross-up on opponent, 
Tfc ew placement of the end time on the Rolling Attack is an interest- 
m addition, because you can knock down your opponent, rot! past his 
: body and he on the other side when you get up. This is a big 

: : :ioge when you're playing mind games with your opponent. 


COMBOS 

SUPER STREET FIGHTER II 


TURBO 

This is definitely the best version of Blanko in this game, and his 
two new upgrades do a great job of balancing his attacks. The first hig 
improvement is o new Slide attack (* + HP} . This 
move slithers under projectiles and mokes on oppo- 
nent think twice about relying on a distance projectile 
approach. The other improvement is ihe Hop. This 
does a couple of things. First, it helps 6 1 anka charge 
the Super Meier faster than normal moves. 

You con actually charge the Super Meter to full 
ahout seven or eight Hops. Second, this move can 
also put you in throwing range in a matter of seconds. Since 
Blanko has one of the best throws in the game, this move 
creates perfect opportunities to set up throws. 
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CROUCHING 


NORMAL MOVES 


STANDING 


STANDING CLOSE 


Blonko's standing moves tiro d\ extremely good for knocking 
your opponent not of the air. Be has great speed and range, so 
ait aF bis normals tire great. His HK is a Flip in place lhat works 
well at the end of a combo or for tin anti-air move. 


Blank's standing close moves are extremely good for following 
up with a throw. His LK and MK moves leave your opponent 
extremely vulnerable for a thrav; afterwards, fits HP and HK 
moves are identical up- close as to them standing; counterparts. 



SHORT 




STRONG 


STRONG 


s - ; ^ 


Blank's crouching moves are great asset la him. His HP has 
incredible range and cart hit yaw opponent before they leave 
the ground if they are lamping. His HK move is great for 
knocking your opponent off his feet and setting op a cress-up. 



SPECIAL NORMALS 



* * M F Headbutt 

i “■ - : ■ "Tidbott is a great weapon for last second combos when 
V- a ‘ *:-3 time to charge a special move. It strikes lightning 
fifl r: ::es decent damage. Van are also able to cancel out of 
-t fed pv? sf it and combo it into o special move, 

• 


THROWS 


Use the threw in conjunction with the Hop manover and you're 
good to go! You can Hap multiple times in a row to get close to 
on opponent to throw them. 



/ 



* * Hr Slide 

Three r i = be ■■■ = .•. moves ore here. The Slide goes under every 
project** c_: the Ground Tiger Shot by SagatJ This move is 
extras + : use, 

m 



+ 3K 


Ibis is a great move foF advancing forward in a short period of time. 
You can go across the screen within a few seconds. The Hap is also 
useful for adding to your Super Meter in a quick amount of time, ll 
just takes a few Hops back and forth to fill up the bar. 



*■ + 3K Hup 

The Hopping moves con be used to charge ihe Super Meter or to get 
somewhere fast. It can also be used lo get out of difficult situations 
when they arise. 
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JUMPING 


SPECIAL MOVES 





Against a Eo! of projectile characters, Blanka has to utilize hrs 
.-ping attach. His main game is jumping straight up and down 
: er projectiles and hitting opponents. His HK has incredible 
reach, and will stop a lot of moves from coming oul. His MK is 
•/eat far crossing up and starting a huge combo. B Irinka atso has 
zm I priority in the air with his jumping straight up punches. 


SUPER COMBO 


Charge * , * * + P Ground Shove Rolling 

Since this super combo has start- up invincibility frames, use it to go 
tli rough projectiles. If you perform this move at the exact moment 
ihnt the projectile is about to hit Blanks, he will go through il and hit 
your opponent since, the opponent's projectile isn't on-scFeen yet. 
You can also buffer and held this move by holding a punch button 
S&Twhile inputting the command for ihe super combo. 


Press P rapid [y Electric Thunder 

Electric Thunder hasn't gotten any better or any worse over the 
years. 


This is where it gets good. This attack is amazing to use for placemen! or wilb 
combos, in ibis version, it's possible to Iwo-in-one ihis move, This move also 
enahles you to place Blonka anywhere an ihe screen at any time— for any 
reason! This is big for setting up throws and combos on ihe other side of an 
opponent. When your adversary gels knocked down, use on MP 
Rolling Attack to gei next to them and mix il up from (here. 


Charge f , t + K Vertical Rolling Attack 

This move is extremely good far taking an opponent out of the air. 
Since it no longer comes down in a "ball-like" animation, this is the 
only purpose for this special move. 


This move is great far going over projectiles and setting up 
throws. To do so, use it just short of opponents when it looks 
like it is going to hit them, it will fond short of them, then 
you ran throw them immediately after. Il is best if you 
completely miss wilh this move and sel up another 
attack to create serious mind games. 



Own-Li 



Cbn-lis hicjhi-priorily normal moves are often 


FIERCE 


foster than any special move. When. 
/ used at the correct time, they can staff 
almost any opponent's attack. They also link 
well into one another for easy combos. 


Chun -Li's standing dose normals are great for setting up throws, or 
forcing your opponent to stay in block stun for a while, After landing 
v one of these moves, you will be at a substantial frame and rerov- 
od vantage. Her standing LP is o great example of a quirk 
move that can put opponents in block slun to create a throw 
% \ opparl unity. 


STRONG 


Throws are a key part of nay player's game in high-level ploy, and 
Ehun-Lfs excellent foot speed, high-pressure style, and big damage 
throws are e staple. Her standing LP is the best way to set up her tick- 
throw, Put your opponents m a block stun, ihen when I hey come out of 
it, throw iheml Chun- Li's air throw is also one of the best in the game. 


i JAB 


► STRONG 

yTRp- , £, i 

• t ’ 


-* , " f T 

LP 


1 """I 

MP 



> SHORT 


> FORWARD 1 

Ltt 


NIK 


► 

THROW 




/- +MP/HP 




Crouching normals are key far long-distance attacks. Most 
v of her crouching moves go longer and further than her 
standing moves, which makes them ideal for poking 
from afar. 

► MB 

i ^ . 


> STRONG 


FIERCE 

j jsrajpjf* 

i 3f ' 


+ + LP 


* + MP 


* + HP ■? * 

— 


\ ■MTV 


~ 




JUMPING 

Many of these air moves can he used lo cross-up opponents and start 
:: n bos (Oi un-Li's M iso good choice in almost every version} that lead 
to big damage. 



+ + HP 



* + LK 




t + HK 



SPECIAL NORMALS 



i 

1? 



If f --jXx , 

While jumping. * + MK 


Heel Stomp 

Her Heel Stomp, one of the most unigue moves in tlif game, results 
in a double-jump In the dr eff your opponent's head. This move 


% carries with it the potential for many interesting set-ups. 



■* / + MK Backflip Kick 

The Bockfltp Kick now hits twice on hit or block, and is great for com- 
bos where you don't have to hove a charge stored to hit an opponent 
for damage. 



■+■ / +■ + HK Ktiee Flip Kick 

Giun-li's Knee Flipkick Is arguably liie best special normal move in 
the game. It Is used for going over the top of projectiles, or crossing 


up an opponent on wake-up* There ore three different ways to 
time it, which will keep youF opponent guessing. 





SPECIAL MOVES 


Press K rapidly 


Hyakurefsy Kyaku 


The Hynkuretsu Kyaku Is one of thun-lfs best moves. Use it ns u sur- 
prise attack or for block damage, h Champion Edition and beyond, 
you can put the Hyokurefsu Kyaku at the end of certain combos for 
heavy Samoge. 


Chcrge 4 t + K Spinning Bird Kick 

The Spinning Bird Kick is great for going through projectiles. It's also 
her only reversal until Super Street Fighter H Turbo, Sometimes this 
move Is the besl option for escaping from laugh spols. When it con- 
nects, expect big damage! 

0 


Kikoken 


The Kikoken is a great addition to thun-LI's Sheet Fighter tl Mho 
arsenal. This projectile tan only be used in a combo when il is used 
in conjunction with a standing HP iwo-in-one. Use ibis move os a 
shield for setting up regular moves and throws. 



COSTUMES 

STREET FIGHTER II 
COSTUME 


STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 


COMBOS 




STREET FIGHTER II 

Jump m MK, standing MP, standing 
HP 



STREET FIGHTER II AND 
CHAMPION EDITION 

Chunk's lighlning-fasl speed and her ability la throw far heavy dam- 
age (nearly 25% damage per throw) should he the focus for her game. 
She has ihe ability to bounce off walls and stay on top of her opponent 
like no oilier character. Use her speed lo barrage an npponenl with nor- 
mal moves and throws. If an opponent jumps in at you, hit them with a 
crouching HK, standing MP, standing M, or even a jumping move to 
knack them down. Then, counter atlack with the fury of fhun-Li's nor- 
mal moves. Chun-Ei's crouching MK is her most effective move against 
opponents who throw projectiles. Oftentimes, this move will hit before 
ihe projectile animation of her opponent is finished, thus stopping ihe 
projectile from ever launching. Standing MR is another possibility for 
this technique, if you ore a full screen away against a projectile-throw- 
ing opponent, either jump off ihe wall to trick them ar use (h un-Li's 
Knee Flipkick [Chompm Edition) to gel over them. 

STREET FIGHTER II TURBO 

The addition of the Kikoken to Ch un-Li's arsenal changes her strategy 
quite a bit While this move is too slow to use in a combo, it's quite pos- 
sible to follow behind il and use it os a shield. You can also use this pro- 
jectile to pressure on opponent into a mistake. Don't use ihe Kikoken up 
close, because its lack of speed is on issue. Although slow, the move cun 
be used defensively against other characters who use projectiles. 
Another useful move is her jumping LK, which has major priori ly in ihe 
air. It tan be performed early in a jump to freeze on opponenl in place 
[your opponent can't walk backward if you hove an attack on-screen). 
This Tactic leads to mix-ups with throws once your character returns to 
the ground. 


U 


STREET FIGHTER II TURBO 



Jump in Wf t HP, HP Kikoken 


V 

Jump in HP, HP, HK Hyakuretsu 
Kyaku 


GOOD MATCH-UP 


VS ZANGIEF 

The toughest Zangief version is the one from Super Street Fighter II. His 
Banishing Punch can repel projectiles, thus enabling him to move close to 
Chun- LI. Keep him at bay with her crouching HK when he jumps. 

During any other moves, use crouching MKs to poke him out 
of his atlacks, !f you are playing os a version of Chun- Li 
that has a Kikoken, use it to make him jump, then 
lake him out of the air with a crouching HK, After 
knocking Zangief down, stand about half n charac- 
ter's- I englh away and use a Hyakuretsu Kyaku 
when he gets up. If you get too cfose to him, 

Zangief con his Spinning Piledriver for a lot of 
damage. When Zangief uses his Spinning 
Lariat, use the Heel Stomp {* + MK) to 
penetrate his defense. This technique 
should stop him from using it when you 
throw a Kikoken. Zangief does have the 
potential lo win this fig hi by using repeat- 
ed HP Body Presses in the corner, os Ch un- 
it has no counter for this atlack. Even if 
you can throw Zangief out of this pattern, 
he con Tech Escape the ihrow and reverse it 
with a Spinning Pile Driver before you can recover. 


SUPER STREET FIGHTER II 

xxr Street Fighter //introduced the charge- motion Kikoken to Chun-Li's repertoire. How you can insert it into 
: combo, it executes much faster, and it's safe to use in dose combat. With ihe overall slower game speed in 
~ s version, her normals play a crucial role in her strategy. To succeed, mix up your game pi ay by using lb a 
-caching MK to poke at an opponent from afar. Also, use the standing MP to jab when fighting in close. 


SUPER STREET FIGHTER II TURBO 

A big addition to everyone's arsenal in this game is the super combo, and thun-U's is fantastic! It causes major 
damage, bos decent invincibility at the beginning, and is one of only two super combos in the game that can 
be "stored'' for instant execution. With ihe addition of ihe Whirlwind Kick, Chuo-Li now bos an improved wake- 
up game without sacrificing any of her otd deadly techniques. 


CUMBOS 




SUPER STREET FIGHTER II 

Corner only— Jump in HP; W?, HP 
Kikoken, ++M 


Jump in HP, MP, 4 + MK, * + f 



SUPER STREET FIGHTER II TURBO COLD) 

Jump-in HP, * + MK, HP Kikoken 


SUPER STREET FIGHTER II TURBO 


jump in MK, 4+MP t-s-HK, 
Senrelsukyub 



Charge*, Hold •*, Jump in 
HI* HP Any K, charge 4, * + HK 







1 i /. 



BAD MATCH-UP 

VS SAGAT 

Most af the Time, it's difficult lo avoid some of Sagaf's irnps. Sagat has three major attacks: his high projectile, his low projectile, and his Tiger 
Uppercut. fliun-Li's major weakness is her fock of attacks to counter a full-screen fight. For Chun-U to he effective, it's important to fight up daso. 
Against Sagat, however, this is a difficult fask to complete, Use her Knee flip Kick to pass over the low projectiles and inch forward. Be patient; 
if you try to jump in to attack, she may get knocked out of the air by his Tiger Uppercut. If you jump in from full-screen, Sagat can sweep Chun-U 
and throw low projectiles to knock her back. When fighting Sagat up close, use a variety of normals, throws, and combos. Stay inside against him 
at alt costs. 



COSTUMES 
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NORMAL MOVES 

STANDING 

These normal moves haven't diongtl since the beginning of 
the Street Fighter If series. Her standing HP and crouching M 
ore two of her best normal moves. Her standing HP is one of 
bo most useful standing moves. It can be used as an effective 
poke, and os o limited anti air attack. 



SPECIAL NORMALS 



We propinq, * + MK Heel Stamp 


_ : " the obiliSy to stomp on on opponent's head and then cun- 
d m e Spinning Bird Kick. The Heel Slcmp is still great for bounc- 
*§ ? t opponent's head to mess with them. Trick them into 
t ross ihem up r and then go for it. 



m 


STANDING CLOSE 


CROUCHING 


The only close-up normal move lira! changes in Super Juriro is 
the standing HK, This move is extremely goad against on oppo- 
nent who is jumping in. When this occurs, use it at the fast 
moment to stop the attack. 



SHORT 


FORWARD 


STRONG 


FIERCE 



FORWARD 


STRONG 



In close, ■* + MK Backflip Kick 

There are two practical uses for this move. One great use is to use il 
in a combo for style points ! The other is to use II te retreat from your 
opponent. If you like to ploy the zoning game with Chun Li, this is a 
great move to use to accomplish that. 



* + HK Knee Flip Kick 

(hun-li's special normals are some of the best in the game. Her * 
HK Knee Flip Kick is the bes! for wake-up games. When performed 
early, you will land without biltfng your opponent and ennble the 
l brow. If you perform the move when your opponent is getting up, it 
will cross them up and leave you in on advantageous situation. 


Ml \ Vs¥i 

’ j i j 

rt' tfyiiip 
klpMB 

In dose, + HK Knee Flip Kick 


The Knee flip Kick can only be done will close to your opponent. This 
is on excellent move for going over projectiles, or for tricking your 
opponent to block the wrong way when it connects. Since she-fiips 
high in the air, it is not advised you do this move randomly, but wait 
until o projectile is coming or they are knocked down. 




SPECIAL MOVES 


JUMPING 



THROWS 









Top K rapidly 


The Hynkurelsu Kyoku has been revamped m this version, as it can bo 
used in o combo. The best way to use this special move is to poke at your 
opponent with a crouching MK, then rapidly press the Kick button (after 
a hit) to use the Hyakurelsu Kyaku in a two- hit combo. This is a 
'430 very effective way to add damage to your ground game. 


Hyakuretsu Kyaku Charge ■+■ + K 


Spinning B ird Kick 


This move con he used in the air, which mokes ihis a huge upgrade to 
Chun-Li r s versatility. Use this move to run away after performing a Head 
Stomp, or use it to avoid projectiles. You con even use it to charge the 
_ Super Meter in Super Turbo. NOTE: The command for this 
move in Super Street Fighter //is Charge I, i + f£. 



Chun -Li's new and improved Kikoken is much foster and more pow- 
erful in Super Sheet Fighter //and Super Turbo. With this new 
upgrade, she can hang with Guile and Ryu in projectile-thf owing bat- 
tles. The only downside to her new Kikoken is that it doesn't travel 
across a fall screen. 

P 


Charge *, t + K 


Whirlwind Kick 


Her most valuable upgrade in Soper Sheet Fighter If Turbo the 
Whirlwind Kick is one of ihe hesl wake-up moves in this game. This 
move has great range and it causes a lot of damage. With the addi- 
tion of this move, Chun-Li has an effective loci and a tactic lo use on 
swake-up. 




SUPER COMBO 


Charge **«*■* + K Senretsukyaku 

There ore two versions of this move. One of them is actually a 
famous glitch that mode Chanli one of the game's favorite players. 
She can store her super combo and use it at her own discretion, 
rather than use it immediately oiler the command is entered. If you 
input the command {♦, ■*, +■ ) and hold but don't press a Kick 
button, the super is slored as long as continue to hold . After press- 
ing any Kick button, the super combo comes out in oil its glory. You 
can follow the Senretsukynka with a Whirlwind Kick for mnximum 
damage. You can- hold \ to hold the charge for the command, but 
Y ou CQn ^ movfi - 


" 



DhoLsim 



Dhalsim has some awesome standing moves. Since his limbs extend a 
greet distance, he con -attack from far away without much fear, His 
standing UK, which is extremely fas!, goes across huff of the screen. The 
advantage here is that it will stop most spend moves from connecting. 

Sut watch onh His limbs ore susceptible at any time from 
for away, so don't use normal moves at random 
against a character Ike Ryu or Ken, 


STANDING CLOSE 

Dhalsim's dose normals are 
extremely efficient, His LP nor- 
mal is proficient at knocking oppo- 
nents out of the oir and his HP inflicts massive damage and hits 
twice when Et connects, HEs LK, MK, and MP moves ore all good 
for "‘trck-lh row" setups. 


STANDING 


CROUCH NG 


Dholsim gets so low to the ground, that he con actually 
reach under projectiles and hit the opponent without get- 
ting him himself. This will make projectile characters 
think twice about throwing projectiles Dhalsim's way. 
Also, all of his crouching kick moves ore variations of 
slides. These con also go under projectiles nnd piece you 
next to your opponent ready for a throw. 


THROWS 


Dhdsim&ow works from a distance, and it is extremely easy to loop 
setup traps with it. With the slide and throw combination, he instantly 
becomes a force to be reckoned with. By getting your opponent to block 
while fighting in dose, try to attempt a throw wheve never possible. You 
con even mix op the throw and the in -close slide to trick, an opponent 
for maximum effectiveness. 
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MOVES 


JUMPING 

« Street Fighter ft, D hakim's Drills were difficult to use 
lecsose it required thul you Input ihe command at the 
of his tump. This gave your opponent time to counter 
t^ rftod. In Street filter Champion Edition and beyond, you could 
ib rush the Drill Heodlhrust or Drill Kid at any point of the lump. This 
* : . ery important change in the gomBploy, because it enables you to 
-its move to go over projectiles a! the last second. 


+ + HK 


WHILE JUMPING, 


WHILE JUMPING, 


4 + HP 


+ + HK 


Fn Street Fighter ti Champion Edition, D hakim was given greater 
control over Drill Heodlhrust and DriFF Kick. This change remains in 
effect for ihe rest of the games in the Street Fighter it series. 


In Street Fighter it (hmpm 
Edition , Dholsim was changed so 
that his crouching LK was always o 
slide. This move carried over into 
Street Fighter ti Turbo. 


Yog a Teleport 


In Street Fighter H Turbo , Dbokim was given the ability to teleport. 
Ever since Street Fighter t( in which Dholsim had o glilch that made 
him disappear, the Street Fighter programmers had o notion to put 
this into their next revision of the game. Since Dholsim r s is somewhat 
slow, it's extremely difficufl to gel oul of Imps. Gy giving him the 
Yoga Teleport, he con escape from any trap in the game. But watch 
out: When Dhalsim reappears, he becomes vulnerable to attacks. 


+ + LP 


Togo Fire 


Yoga Fire Is o fairly standard projectile. The special aspect about this 
projectile is its ability to hum when it hits. It doesn't cause more dam- 
age, but Ft definitely looks cool! This move prevents Dholsim from 
getting locked down in Had o ken Imps by Ryu and Ken. 


Yoga Flame 


This is a great wake-up move. When on opponent gets up from the 
ground, perform a Yoga Flame. Make sure, however, that you're far 
enough away from your adversoy that he or she can't cause damage 
during wake-up. Hi is technique causes block damage and puls your 
opponent in block stun* This move is also good for maximum 


STRONG 


t + MP 


► DRILL HEADTHRUST 


FORWARD 


* / \ AT APEX OF 
JUMP, HP 


Dhulsim's in -close crouching moves vary compared to hk regular crouch- 
ing moves. From afar, bis crouching kicks all result in slides, while they 
turn into short-range moves from up cFose. The lone advantage to his 
crouching close-up moves is the ability to tick-throw into the MP throw. 
The crouching HK (slide) iso great move for knocking down an opponent 
from cFose range and playing wake-up games. Try to lock dov;n your 
opponent by making them block, then look for a chance to (brow. 
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COSTUMES COMBOS 


STREET FIGHTER II 
COSTUME 


STREET FIGHTER I! 
ALTERNATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



STREET FIGHTER II 

Dhnlsim is arguably one of the best characters in all five versions of 
Street Fighter \l His long limbs and his Yoga Flo me prevent opponents 
from getting too dose, end his high priority throws get him out of trou- 
ble ill dose range. His MP ihrow is so good that you can repeal il in all 
versions (MP throw, I hen crouching LK slide, or Drill Kick, then MP throw 
again}. You can even moke him go on the offensive with both of his Drill 
attacks and bis LK slides. 

- STREET FIGHTER II 
CHAMPION EDITION 

Basic Dhotsim keep-erwny involves throwing LP Yoga Fire (they're more 
difficult to jump over than the ones thrown with HP), then doing anli- 
air attacks against jumping attacks. Standing LK, standing MK, standing 
MP (close), end standing LP are all good anti-air attacks. Any of his 
slides ore goad to use when an opponent lands from a jump-in attack, 
Other options ore to jump back ond use HK in the air (a great air-to-air 
counter), or jump back, then drill (ihis works particularly well against 
M. Bison's Psycho Crusher, or Honda's Headbutt), 

STREET FIGHTER II TURBO 

En Street Fighter /( Bhalsim can only use his Drill attacks when he f s at 
the height of bis [ump. In addilion, you caul cancel his crouching MK 
with a Yoga Fire. From Street Fighter II Champion Edition and onward, 
you can cancel his crouching MK and Drill at any height while in ihe air, 
but that is the only mafor change. In Street Fighter II Mo, he caused 
less damage and he received Yoga Teleport, which is useful for getting 
out of trouhle. It Is o notable move because it's Dhalsim's only "rever- 
sal 1 ' attack. This is the anly frame he con become invulnerable in the 
inslanihe does it. 



STREET FIGHTER II 

IP Yoga Fire, HK 

m if 



STREET FIGHTER 11 TURBO 



GOOD MATCHUP 

I/S SAGAT 


Soper Street Fighter tl Turbo Dhalsim Es incredibly good against Sagat. When in doubt, stay back and use his Yoga Fire attack 1o match his Tiger Shots. 
Watch for when your opponent throws his next Tiger Shot. When this occurs, jump and Drill Kick with LK to Jill Sogot's hands. This requires some tim- 
ing, but il shuts down Sagat's projectile game when executed correctly, Sagat cannol jump in ot Dhalsim, since he can heal all af Sagot's air alEacks 
with any of the four following moves: crouching HP, crouching LK slide, crouching MK slide, or crouching HK slide. The crouching HK slide knocks 
down, the crouching LK slide "combos" inlo a throw, ond the crouching MK slide can combo into o 2-hit HP headbutt far a dizzy, when done properly. 
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SUPER STREET FIGHTER ll/SUPER STREET FIGHTER II TURBO 


’ "okim received no upgrades in Super Street Fighter II On the other hand, he received a good super comho, two new Drill angles ( with LK and UK), and the ahiiily to control when he does 
: C’Se/far attacks in Super Street Fighter It Turbo. Overall, there are really no changes to his strategy since the first Street Fighter it and the tactics used to win with him remain the same. 

COMBOS 

SUPER STREET FIGHTER II 




CORNER ONLY — LP Yogo Firs, Drill 
Headfhrusi 


VS VESA 


The majority of Vega's moves have o heller priority then Dhulsim's moves. Vega's 
Flying Barcelona Attack is tough io reliably counter, bat try lumping back and 
using HK in the air You con even slay on the ground and use a standing MP 
or standing LP. If your opponent gets a knockdown on Dhalsim, you can 
expect same repeated attacks and keep in mind that Dhalsim has no 
able wake-up move. Yoga Teleport is on option, but it is very difficult to 
execute. To vanquish Vega, you must prevent him from using this attack 
by using carefully limed standing HKsand Drills. Be careful, though, os 
Vego can Flip Kick against Dhnlsim's Drill. One advantage in ihis fight 
is Dhalsim's crouching LK slide used in conjunction with the MP throw. 

If you con land an MP throw on Vego, you'll take control of the round 
because ii's so difficult to escape the trap (MP throw, crouching HK 
slide, MP throw, repeat \l If Vega blocks a Drill, use an MP throw right 
away, or crouch LK slide Into an MP throw. Develop your skills at exe- 
cuting the throw trap, and press your advantage against Vega with it. 


COSTUMES 






NORMAL MOUES 

STANDING 


CROUGHING 



THROWS 

Throws haven't ‘changed niudi. The MP throw still a has a very 
generous range, and it is great to use with a slide. 


STANDING CLOSE 


In Soper Street Fighter 1 / [ all ihe dose normals remain the 
same hut in some of the moves change’ drastically in Super 
Street fighter it turbo. LP and LK still are the same, hut when 
you use MP M f Hp or HK, these moves pass through on oppo- 
nent if you r re standing dose, la make them dose normals,, 
hold hath while pressing the appropriate button. 


This is an excellent change for Dhalsim, All of his crouching 
moves are controllable, which means that regardless of the sit’ 
u alien you have triple ihe number of options to use to defeat 
your opponent. By holding certain directions, you can hit your 
opponent front dose and far to control the fight. 








fx2) + P 


Yoga Inferno 


This is another great anti-air super comb, If one hit connects while 
m Ihe air, all of the rest will do the some. It can even be used for chip 
damage f against o block) an an opponent's wake-up. It's possible to 
use it m a combo, bat it's difficult to do and il r s very situational 


JUMPING 

Although jumping back and pressing HK in the air is a great 
deterrent for lamping opponents, the addition of his Drill 
knocks is huge. At any point daring las [amp, be can Drill 
downward over projectiles and gel dose extremely lost. Since 
te is where Dhahim's mdn game is mainly played, it's in your 
ires! interest to get dose to your opponent. 


SUPER COMBO 


SPECIAL MOOES 


Yo ga Fire 


This move's speed and damage remain the same. One change, how- 
ever, is that it doesn't knack down your opponent anymore in Soper 
Street Fighter It Imho , This is a very important factor when it comes 
to combos, because the Yoga Fire can be followed up by a long-range 
standing HP or HK. 


* ^ / » t / t PFF / KKK Yoga Tele port 

The Yoga Teleport is mare susceptible uow f so use it when year oppo- 
nent doesn't have a super cambo ready. 

% 


The Yoga Flame hasn't changed over the versions, it is just as good 
as if was before. 


*■ 8 j B B B ^ Yoga Blast 

The Yoga Blast is a new addition at Dhalsim r s lineup. It is great for an 
anti-air attack and it goes away extremely fast, which makes the 
recovery time quite good. 

& 
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STRONG 


E. Hondo's standing HP animation consists of a chopping motion over 
his head, which makes it an effective anti-air option. His standing jabs 
ore quick, which makes if possible to use Sick -throw options for maxi- 
mum damage. 


\ E. Honda's standing close 
I attacks are good for linking 
1 into other normal moves. 
\ They are also effective for 
V tick-throw Imps, (lose 
y j standing IP and MP ore 
both good options for 
y this type of gameplay. 


STRONG 


\ E. Hondo is at bis best while crouching, because fi r s 
\ possibie to hold the V J charge and still throw out 
\ attacks. His crouching IP bos nice range and speed, 
|\ 1 making it useful for snuffing out an opponent's 
I pokes. Crouching Lit can he buffered, which mokes 
J it possible to do some Sumo Splash mix-ups and 
combos involving lire Head Butt. The crouching HP 
animation starts like an IP attack, but it hits twice. 




ROUNDHOUSE 


E, Honda’s throws are key to his effectiveness. His M P throw tosses an 
opponent a decent distance and it has average recovery. Use it to get an 
opponent into the corner where o lot of damage can be unleashed. You 
can cause extra damage with the Bear Hug throw (-► / +- + HP) by 
button-mashing. This throw is also useful in the corner, ar mid-screen, to 
set up some walk-under moves as well as cross- up attempts. 


► 

SHORT 


pK 1 



f + LK 


|r throw 


THROW 


THROW 





jpBirf TV 

J ©£94^^-. itit . 

+ / * + MP 


» / « + HP 


■+ / * + HK 


► 

SHORT 

^ | 


LK 


> SHORT J 


► FORWARD 







LK 


NIK 




► JAE 


STRONG 

ggfE 


JM : 

LP 


NIP 



> FIERCE 


..... ;..J 


+ + HP 


E. Honda 

NORMAL MOVES 

STANDING 
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JUMPING 


SPECIAL IMOUES 



”:s jumping attacks complement fits ground game with a balance 
2C*ad range ad high priority. The jumping LP onimatron stays out for 
: n g time and it hos great priority. This move is very useful against an 
; : lent who likes to stay in the air, but make sure you press the but 

■ early in your jump to hit them before he or she con unleash an 
s 6l Jumping HK unloads fantastic damage and it also has great 
ire. Use it to punish projectiles, but timing is of the essence. When 
:: improperly Honda will be vulnerable to a Shoryuken or a similar 

■ air attack. Jumping MK, with its decent priority, is effective against 
sonants who try to make you land an long, ground-based normal 
h& 5 (like Guile's Crouching MK), Use this attack to trade hits. Use a 
"=Jng MP to start a combo, or force an opponent into blocking o 
"red Hands Slap. 


Headbutt 


This is one of Hondo's signature moves. He rises off the ground and 
flies through the air toward his opponent. This self- projectile has 
good speed one! causes nice damage. Early versions of this move 
would not knock down, but that was changed as subsequent versions 
of the game were released, the LP version of this move is one of the 
best anli'Qjr attacks in the game. If on opponent jumps in and 
E. Hondo is -charged, blast them with o Headbutt. 


When executed, E. Honda slaps bis hands at his opponent with blinding 
speed. This attack con cause severe damage when used against a cor- 
nered opponent. Even if the attack gets blocked, if cun pile on a decent 
amount of damage and keep pressure on on aggressive opponent. 

Honda gains the ability to move while performing the Hundred Hand 
At Slap in Sheet Fighter !i (howpm Edition and Sheet fighter H 
m Turbo. 


This move enables Hondo to deal with pesky in-your-face projectiles 
^ by blowing through them and smacking an opponent on the 
^0 way up, as well as on the way dawn. 


SHORT 


SHORT 


> ROUNDHOUSE 


A. 

\ 

— -Ts— 

* I 

* + HK | 


► 

STRONG 

A 


t + MP 


FIERCE 




fr + HP 
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COSTUMES 

STREET FIGHTER II 
COSTUME 


STREET FIGHTER 11 
ALTERNATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



COMBOS 

STREET FIGHTER II 




STREET FIGHTER II CHAMPION EDITION 

Jump in HK, MEJ M P Hundred Hand 
Slop 


STREET FIGHTER II 

E. Honda was certainly po/ q character to get close to in the First version 
of Street Fighter 11. His grappling moves (threw with HP or UK] wo old 
cause almost 30% damagel Also, his normal moves allowed him to do 
several chain combos. HEs arsenal of special moves included his 
Headbutt, one of the best anti-air special moves. L Hondo's Hundred 
Hands Slap was also effective when fighting ap close. Against characters 
who had projectiles, though, E. Honda had trouble. Trying to get dose 
was the goal, since his ability to cause damage from a distance was basi- 
cally non-existent. One you are In dose, mix it up wilh tick-throws and 
use the Hundred Hands Slap to damage opponents through their black. 


STREET FIGHTER II 
CHAMPION EDITION 

Honda gained a unique function daring the transilion from Stree/ 
Fighter II to Street Fighter il Champion Edition. He gained the ability to 
move Forward while performing the Hundred Hands Slap. This is great 
for pounding an opponent into the corner and trading fills in the air 
when an opponent lumps in. 


STREET FIGHTER fl TURBO 



GOOD MATCH-UP 


STREET FIGHTER II TURBO 

With the addition of his Sumo Smash, E, Honda could finally deal with 
projectiles in Street Fighter II Turbo. This move would breeze through 
projectiles and smack an opponent on the way up, as well os on the way 
down. E, Honda's LP Headbutt no longer travels the length of the screen 
and stops short of an opponent in this version. It is slill a powerful 
anti-air tool, and it does retain some invincibility properties 
against projectiles, 


VS. M. B/50A/ 

I, Honda is a good match-up against most af the nan -projectile characters. He has o particular advanioge against M. Bison, because M, Bison's Tick- 
Throw game is thrown outlhe window due lo E, Honda's Ohicho and normal throws. Plus, M. Bison has no viable reversal move 'when knocked down 
(his only reversal is his super combo) to escape a throw trap. Strive for getling a knockdown at mid-screen. Cross-up with his normal (♦ + MK] 
Splash, throw out a crouching LP, and input the motion for his Oliicha Throw. This tactic works great against the entire Street Fighter II cast; El con 
only be countered by a last-ditch throw wilh some characters. 


2B 











SUPER STREET FIGHTER II SUPER STREET FIGHTER II TURBO 


Sumo Smash was upgraded to knack down on ihe way up, os well os 
: ~ rhe way down for Super Street Fighter II. His Headbutt was slowed down 
tft a brt in this version, but [| is still a great anti-air weapon, E, Honda's 
suol arsenal of throws remains mostly unchanged in this version, hut they 
:re toned down a bit from the Champion Edition and Mo versions. 


This is the best version of E, Honda in the Anniversary Edition. Several upgrades were mode, ranging from new special attacks ta new normal attacks. 
Some dose standing normal moves were added, his crouching LK can be buffered into a Headbutt, and the standing HP animation has been changed 
to a ducking attack, Ihe biggest change is the addition of the Qhicho Throw, which is performed by moving the controller from * to * . In "Old " 
Super Street Fighter tl Turbo mode (choose the Super Jurbo version of E. Honda while holding the "Start" button), you can "store" ihis throw. This 
means that you can do the motion before □finally using it. Input the move and hold * : then when the opponent comes dose press any punch but- 
ton fo perform the throw. This is only one of two moves in the gome that con be stored for later use. 



COMBOS 

SUPER STREET FIGHTER 

LP, LK, LP Hundred Hand Slop 


Jump HK, crouching LK, Headbutt 


Stare Charge Super, Jump in HK, Any 
Punch 


SUPER STREET FIGHTER II TURBO 


Cross-up HK, dose standing LF, dose 
standing MP r standing HP 


His super combo is useful for going through profiles, tf the first hit doesn't knock aut your opponent, he or she can interrupt the super combo in 
motion after the first hit by doing a reversal attack. It's also useful to store the super combo and walk forward, perhaps tricking an opponent into 
jumping toward you. Wo it until the last moment and press any punch button to start the super combo. Your opponent gets knocked down, and you 
con begin a cross- up gome that includes combos and throws. 


BAD MATCH- UP 


\is.monm 


Both Ken and Ryu are difficult to defeat. The Hcrdoken/uourhing HK/Shoryuken camhinotian that both characters possess make winning this fight 
very tough. Since F. Honda's normal jump leaves him open to being swept (or hit with o Shoryuken), bis best option is to jump over Had o kens. Try 
using the "Floating HP" technique and press HP in the air plus a direction to float aver the projectile. F, Hondo's [ump wiFF arc slightly, creating space 
to clear even LP Hade kens. Still, the ability for both Ken and Ryu players to keep E, Hondo at o distance is clear and present. To overcome this, the 
best slrotegy is to float over Hodokens and attempt to hit them with an occasional jumping HK, This will cause same good damage, plus it brings 
Honda into dose range. +- + HK is a sweep that cun trade with Hadokens, lenvrng you in a good position. Once you are close, use the Sumo Smash 
to pass through any Hadokens and knock down your opponent. Upon doing so, start your cross-up and throw gome. Beware of ihe Shoryuken and 
try to bait an opponent into metking o mistake wilh it. When this occurs, use a Ohicba Throw to punish your opponent severely. 
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NORMAL MOVES 

STANDING 


STANDING CLOSE 


In Super Street Fighter l{ all three of E. Honda's kick moves 
are knockdown moves. This is unique only for Super Street 
Fighter il. In Super Imho, he returns to his ole! norm ols. His HK 
sweep is extremely fast and knocks down on contact. 


[f Honda gels in close, these ore the best setup moves for 
throwing on opponent. Since they are lightning quick, the odds 
will shift in your favor if you use these standing dose moves 
inlo throws. 





STRONG 


FORWARD 


STRONG 


ROUNDHOUSE 


FIERCE 


His crouching HP hits twice, os does his MIC This is perhaps L 
Honda's best set of moves, hosed on the fact ihal oil of his spe- 
cial moves con be charged from *\ So, by throwing out these 
moves, he doesn't lose his charge and he is immediately ready 
to go into a Sumo Splash or Headbutt. 


SHORT 


Honda's kick throw Isn't as strong os the punch version, how- 
ever, on opponent can't tech escape from it. It is a useful move, 
hot it's not one of his strongest normal throws. 


STRONG 







FIERCE 

m ROUNDHOUSE 




~r h *^ s r*5jC Jin 



T + HP 


+ + HK 





JUMPING 

One of file biggest complaints abouE the previous versions of E. 
Honda ms the fart that he couldn't effectively jump over pro- 
jectiles, Jump and press HP to jump straight up; hold ** or +■ 
■p HP in ihe olr to glide in 1 ho! direction. With his jump arc 
changed, you can cover similar distance but he stays much clos- 
er to the ground, Use this move to jump in early because il is 
difficult to counter attack. 


SPECIAL NORMALS 



SUPER COMBO 



Charge 


Double Sumo Hearth utt 


E r Honda's super combo will connect up to four times,, depending on 
the spacing between yarn character and your opponent. Two 
Headbutts ore performed, each of which hits two times. This super 
combo isn't at the top of the list, however, it's capable of getting a hit 
to win a match. This super combo will annihilate any normal projec- 
tile ooce it gets started, plus il enables you to quickly close in on on 
opponent on the other side of the screen. If you don't knock out your 
opponent after the first bit, you will be susceptible for a rever- 
4t$?sal anti-air move (Tiger Uppercut, Shcryuken, etc). 


~spT”^r 


— i fii. .•■■••T? -1 


] gfe .rff*®***^ "11 11 Hi 'iiijl M 

R f TjjS 




' ' ' , . - 

* or V + + JVtK Splash +■ / ■+ + UK Sweep 


Ihe Splash is the best cross- up in ihe game. It has high priority and 
it leads into some of his best combos. This move is also effective 
against attacking players who don't have wake-up moves or 
r &? reversal attacks with high priority. 


E. Honda's sweep move can take out opponents from long distance. 
It is the replacement for all the normal moves from Super Street 
Fighter IL 


IS 


I 


SPECIAL MOVES 



Charge * , + P 


Headbutt 


This move, which now knocks down, enables you to get dose ta an 
opponent and ploy wake-up games. This is one of E, Honda's biggest 
assets. 


Charge I, t + K 


Sumo Smash 


This move was changed in Super Street Fighter it and Super Street 
Fighter ll Me so you could knack dawn an opponent on the first hit. 
When executed close to opponents, it's possible to cross them up and 
force them to lose ihelr charge. This is a huge advantage when 
) fighting against another charge- based character. 



It's highly recommended to base your gameptay around this move 
when using the Super Street Fighter it Turbo version. The Ohicho 
Throw is a command grab, similar to Zangief's Spinning Pile Driver. 
There ore some big differences, however. First, the motion is very 
easy to do (similar to o half- circle). Next, after inputting the move, 
you can "hold" the control let in the * position. This basically Stores" 
the motion so all that remains is pressing o punch button when your 
opponent gets dose. This throw has great priority and range and it's 
fantastic in tick-throw attacks, ft is best used after a crouching LR 

This “storing* technique only works for the V' Super Street 
fighter il Turbo version of F. Hondo, To select this version , holddown 
the START button when choosing Super Street Fighter If Turbo 
be fore selecting a character 
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BuiLo 



THROWS 

Thanks to his large arsenal of quick normal moves and the excel- 
lent recovery lime of his Sonfc Booms, Guile has many potent 
strategies for selling up throws. Since he excels at keeping oppo- 
nents aE a distance, his throw dtempls naturally carry a valuable 
element of surprise. In genera], his MP throw is preferred 
because mistiming it results in a dose-range MP attack and it 
recovers much faster than his HP attack. Air throws are of limit- 
ed use, primarily reserved for punishing specific airborne attacks 
(fur example, M Ison's Head Stomp or o missed Shoryuken). 


CROUCHING 


With its excellent range and quick recovery, Guile's crouching M 
is extremely useful for keeping enemies at o distance and punish- 
ing any missed normal attacks. His crouching HP uppercut com- 
pletes his arsenal of anti-air attacks. His crouching IP and MP 
attacks are useful in combos and close-range pressure strings. 
Unfortunately Guile has one of the weakest crouching HK foot 
sweeps in the game, due to its dreadful recovery time. 


STANDING 


's most useful standing normal moves are his long-range HP 
Backfist and his fast HK roundhouse. The HP Backfist is good for dis- 
couraging opponents from jumping, and it is difficult to punish. If an 
opponent manages to avoid the Backfist, Guile's standing HK round- 
house will neutralize almost any frontal air attack, telly. 
Guile's M Is excellent for countering low attacks like 
crouching foot sweeps. 


STANDING CLOSE 

Most of Guile's dose normal moves recover too 
slowly to be of much use outside of combos. His 
close -range M is an exception to this rule, serving 
as his best defense against cross-up air attacks. Also, 
since Guile's dose- range HK is fust us good of an anti -air 
attack as his far standing HK, it doesn't matter which version 
is used - both of them do the jab! 


NORMAL MOVES 





JUMPING 


SPECIAL NORMALS 


.-j'c s hesf frontal air attacks against grounded opponents are his 
. i^ing MK and jumping HP, Bath of ihese attacks have good priority 
3 convenient downward angle, his best air attack against airborne 
:::jnents is the jumping HK r due fa its excellent range. Guile's jump- 
t : LK knee is the perfect cross- up attack to use when jumping over an 
::::nent. ft's difficult to block ibis move correctly, and it con be used to 
st up a combo or a throw. 




+ + LK 



* + MP 




FIERCE 



-*/*- + MK Knee Bazooka 

Due to its lengthy recovery period, avoid using the Knee Bazooka as 
o conventional attack, instead, its value lies in its mobility. Using the 
«- + MX command, Guile can move forward wilhout sacrificing his 
stored charge. When performed after throwing a slew Sonic Boom, 
the Knee Bazooka creates an opportunity to advance toward an 
opponent and throw o second Sonic Boom Em mediately after th e 
first one connects. 


In clos e , ■+■ / «- + UK 


Reverse Spin Kick 


Much like Gath's standing MK Rolling Sobol, the Reverse Spin Kick 
hovers above must fow attacks. Unfortunately, the move is loo slow 
to serve as a primary attack against opponents who have quick reac- 
Ihis move is most effective whan used sparingly, so os to catch 


SPECIAL MOUES 



Charge * * + K Somersault Kick 

Although the Somersault Kick is one of the few near-perfect antimir spe- 
cial moves in the game, its usefulness is limited by its charge require- 
ment. Since you will need to use Guile's charge to throw Sonic Beams, 
you will rarely have the luxury of using the charge toward o Somersault 
Kick. Therefore, it's important to become adept at using Guile's various 
antr-air normals when bis Somersaull Kick is unavailable. 

However, if you can fool an opponent into jumping while Guile is 
charged for a Somersault Kick, the opponent will take a powerful 
knockdown hit. Otherwise, the Somersault Kick is most useful in com- 
bos. Hie damage it inflicts, along with the knockdown it pro- 
tides, make it difficult to pass up as u finisher for a combo. 


Projectile attacks hove always been dominant tools in any incarna- 
tion of Street Fighter. Guile's Sonic Boom has the quickest recovery 
time of all projectiles, which mokes It one of the best special moves 
in the game. Hie Sonic Boom can be used to keep opponents away 
set up throws, creole combos, force opponents to jump, and control 
space. Guile's entire gameplan revolves around using Sonic Booms to 
force opponents to commit errors and capitalize on their mistakes. 


Charge*- + P 


Sonic Boom 
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COSTUMES 

STREET FIGHTER It 
COSTUME 


STREET FIGHTER II 
ALTER HATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



STREET FIGHTER II 

Although Guile was perhaps ihe best selectable character in Street 
Fighter it, il had more la do wElh the weaknesses of ihe rest of ihe cast 
than Guile's own strengths. With his various game breaking glitches 
removed, the only unique tools available now are his extended stand- 
ing IX and his stationary knee attack. The far-standing IP is arguably 
the best job attack in ihe game. It virtually guarantees victory over a 
stunned opponent through repeated "re-dizzy" combos. However, his 
sluggish recovery on normal attacks, painfully slow jumping speed, and 
the absence of several advancing normal attacks introduced in Idler 
revisions leave much to be desired. 


STREET FIGHTER II 
CHAMPION EDITION/TURBO 

Champion Edition Guile and Turbo Guile are virtually identical. Their 
movelists consist of the same exact set of normals, throws, and specials. 
Under this pair of configurations, Guile is best suited for defensive play, 
with a heavy reliance on Sonic Booms, Use his quick crouching MK to 
keep opponents at bay while charging for u Sonic Boom. Opponents who 
attempt la jump over Sonic Booms must face ihree forms of normal onti- 
ntr attacks: Guile's standing HK roundhouse, crouching HP uppercut, and 
close -range M Heel Kick. If opponents start to attack early in the air In 
on attempt to staff these attacks, forego these attacks in order to crouch 
under it and leave the opponent open for a throw upon landing, Against 
opponents who attempt to counter Sank Ena ms with projectiles of their 
own, Guile's superior recovery lime often provides the opportunity to fol- 
low through wilh his HP Backfist, while your opponent is slack in the 
recovery phase. Since (tampion and Turbo Guile cun use the HP Backfist 
while charging back, the counter attack can be followed immediately by 
another Sonic Boom. Wilh patience and caution, this play style cun whit- 
tle down any opponent's patience. 


COMBOS 


STREET FIGHTER II 





STREET FIGHTER II CHAMPION EDITION 

Jumping HP, crouching MP, LK 
ak Somersault Kick 



STREET FIGHTER II TURBO 



CORNER ONLY — Jumping HP, HP, HP 
Sank Boom, HP Backfist 


4- * LK, MR HK Somersault Kick 


GOOD MATCH-UP 


i/s cmm 

Cammy's entire game plan hinges on her ability to get dose to an opponent. With her fast speed and extensive inventory of knockdown attacks, it r s 
easy to accomplish that ganl. However, she's weak against projectile attacks because ihey render nearly all of her ground attacks useless, including 
her Cannon Drill. Against characters with slow projectile animations {such us Ryu}, one well-limed jump-ln con guarantee victory for tammy, WHh 
the near-instant recovery lime of Sonic Booms, it's lough for Cammy to do the same la Guile no matter how well ua opponent times her jumps. 
Therefore, nothing can stop Guile from barraging Cammy with a continuous stream of Sonic Booms, forcing her back against the corner while sus- 
taining significant repeated block damage, if your opponent attempts to jump, Guile's crouching HP uppercut will send her reeling every time, forc- 
ing her to land on o Sonic Boom— with more on ihe way! 
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SUPER STREET FIGHTER II TURBO 

Although Super Street Fighter H lurbo Guile gains exclusive access to a super move and builds his super meter 
effortlessly, his mcsl valuable upgrades ore his modified normal moves. His new sla riding HK provides a safer 
method of moving forward white conserving charge than his MK Knee Bazooka. He also gains directional con- 
trol of his slan ding MK Rolling Sobot, and can now move forward or backward with if. While the forward vari- 
ation of ihis move is a powerful offensive tool in footsies, the hnckward MK Rolling Sobol provides the rare 
ability of relrealmg from on opponent's oltack while simultaneously attacking. Bock word motion on the 
ground is impossible without it because ihe presence of an opponent's attack on-screen triggers Guile's block- 
ing animation. 

Unfortunately, Guile's new standing HP Right Hook, which prevents him from retaining charge, makes ihis ver- 
sion of Guile a bit weaker while performing his HP Backfist. Overall, the Super Street Fighter Turbo Guile is 
the most versatile and best from an offensive-fighting standpoint, and it is recommended for players who 
enjoy playing: Footsies. 

SUPER STREET FIGHTER II 

CORNER ONLY — + + MK, HPJ HP 
SONIC BOOM, HP 




Jump in HR, 4 + LP, HP, HK 
Somersault Kick 





SUPER STREET FIGHTER II 

lm Ijper Street fighter tl variation of Guile is possibly the weakest inen motion af the batch. Without access 
i the various mobility options his Super Street fighter it Turbo upgrade provides, this version is simply a clone 
d te (hompmftmbo Guile without the advantage of his original chains. His gains are mostly cosmetic, 
- udlng o sharper-looking Sonic Boom and another victory animation. His vertical lumping MK now looks 
:r~:al to his standing MK, and provides yet another onti-oir option to utilize. His HK Somersault Kick has 
T'^ed to its original single-hit form. Although this form is superior la the problematic two-hit version, it pro- 
no advantages over the one- hit LK and MK Somersault Kicks available to Champion Aurbo Guile. 
>'i"sive players seeking to maximize Guile's Sonic Boom traps end zoning patterns sheuld stick to his 
'.--.-pm Edition and Mo versions. 


COMBOS 


SUPER STREET FIGHTER II TURBO 


HP Sonic Boom, * + LR LR LP Sonic 
Boom, + + LK, ** 4 MK 


W 


Jumping cross-up IK, ± + LK, 4 + 
LK, standing LK, Double Somersault 
Kick super combo 



BAD MATCH-UP 

VS VEGA 



Vega's attack range, move priority, and jump speed have mode him one of Guile's most dangerous opponents since Champion fdition. Vega's quick 
jumps enable him la hop over Guile's Sonic Booms, and his high-priority air attacks enable him to overcome mast of Guile's anti-air normal moves. 
On ihe ground, Vega's constant barrage of daw pokes makes it difficult to maintain an effective defense. To stood a chance in this fight, use Guile's 
Sank Booms sparingly at carefully planned ranges to avoid Vega's ground pokes. Also, stay outside of Vega's best jump ranges. Patience is the key 
to tricking an opponenl into jumping while Guile is charged for n Somersault Kick. Once knocking down Vega, follow through with o lick setup or go 
for u jumping cross- up attack. Vega lacks a good Reversal, which leaves him susceptible to precisely timed throw attempts. To defeat Vega, follow 
through on every successful knockdown and pressure Vega into making mistakes. Playing carelessly will give your opponent too many opportunities 
to take advantage of Guile's weaknesses, but you must must be willing to Take some chances. Playing it safe in this match-up muy lead to o slow loss. 



ZS 




NORMAL MOUES 

STANDING 

Super Street Fighter tl Guile retains the some exact set of bosk 
normals since the Champion Edition incarnation, The Super 
Street Fighter tl Turbo upgrade adds two completely new stand- 
ing normal attach; his standing HP Right Hook and standing 
HR Advancing Rick, The game play and strategy remains the 
some with these new changes. 



SPECIAL NORMALS 



In rinse, ■»/*■ + HK Roundhouse 

Guile's ■+ + HK special normal is great for going over most charac- 
ter's crouching attacks. Guile tarns himself upside down and kicks 
the opponent in the head from o far distance. This move is great for 
a surprise to beat your opponents crouching attacks. 


STANDING CLOSE 


Super Street Fighter it Guile retains the exact same set of nor 
mat moves since his introduction in Street Fighter H. However, 
Super Street Fighter H Turbo Guile loses the close-range HR 
High Kick, restricting his anti-air options in fovor of greater 
mobility. 



STRONG 





Short 


Guile's Knee Bazooka has been moved over to the LK button in Super 
Street Fighter tl Turbo. Interestingly enough, this creates some new 
combo possibilities for the move by allowing it to be chained from 
Guile's crouching LK attacks. 


CROUCHING 

The full set of Guile's crouching attacks remains essentially 
unchanged throughout oil of his versions in the game. His 
crouching MR is still his best ffng-nmge attack, and his crouch- 
ing HP still functions ns a very dependable anti-air attack. 
Unfortunately, his crouching HR fool sweep is still the slowest 
attack of its type in the gome. 



->■/■«-+ MK Forward 

Super Street Fighter li Turbo Guile's mcvesef has been modified 
slightly ta make room for his new directional MR Rolling Sobots. With 
the contra liable Railing Scbais taking up the MK button, he has u~ 
exlremely fast MK move which can move both forward and back. 
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STRONG 


STRONG 


JUMPING 

Ipcri from (he modification of Guile's vertical [umping M in 
Sber Street Fighter li and Super. Street Fighter it turbo to mo 
fe same animation as bis standing MK Rolling Sobol, Guile's 
&nrt arsenal' of air attacks remains the same . The forward 
M is till bis best frontal airborne attack, while his 
pnning HK remains bis best airlo -oir attack, Finally, his jump- 
■g LK knee is still his only tnre jumping cross-up attack. 


t + LK 

FORWARD 


* / * + LK 
FORWARD 


i + m 


* /* + IVIK 
ROUNDHOUSE 


ROUNDHOUSE 


t + HK 


t +- MP 


F ERCE 


.FIERCE 


t + HP 


SHORT 


SHORT 


THROWS 


Guile's throws remain untouched throughout his transition 
from Street Fighter it oil the way to Super Stmt Fighter it 
Turbo. Like the other characters, only other .Super Street 
Fighter It Turbo characters can escape one of Super Streei 
fighter I! Turbo Guile's throws. Since Guile isn't overly depend- 
ent on throws, and because mo ay of his toughest match-ups 
arise from Super Street Fighter it Turk characters, this fact 
favors Super Street Fighter it Turbo Guile aver aft. 


THROW 


THROW 


Charge * * * j + K Doable Somersault Kick 

Because Guile gains so much Super Meter with every Sonic Boom, it's 
rare for a round tn end without gaining access to this move. 
Unfortunately, the Double Somersault Kick is arguably one oF the 
weokest super moves in ihe game compered to other characters. It's 
totally unsafe when it gets blocked, furthermore, it must be performed 
at point-blank range to connect with all of its hits. If not, il will foil to 
knack down the opponent, leaving Guile vulnerable la counter alack. 

On the plus side, il can score four powe rfuf hits against airborne oppo- 
nents when timed properly. The only use for the Double Somersault 
Kick outside of anti-air situations is to finish off an opponent through 
multiple hits of block damage. You shouldn't concern yourself with 
landing this move; getting trigger-happy with super moves is one of 
the easiest ways lo fose track of your overall game plan. 


SUPER COMBO 


* /«* +MP 
AIR THROW 


- / - + HP 
AIR THROW 


IN AfR, ■* /+ / + + 
MP / HP 


IN AIR, + /*/ + + 
m i HK 


SPECIAL MOUES 


Charge * 


Sonic Boom 


Despite obvious cosmetic allerations in the appearance of Guife's j 
Sank Boom, the move remains essentially unchanged, it travels I 
along the same horizontal axis as before and recovers just as quick- 
ly. It's still the most valuable loo I in Guile's arsenal. 


Charge + * 


Somersault Kick 


Guile's LK and MK Somersault Kicks remain the same, but his HK 
Somersault Kick has reveled to the original single-hit knockdown form 
associated with the normal Sfreef Fighter //version. Although the two- 
hit version (present in Turbo and (hmpm r Edition) often missed on ils 
second hit, leaving opponents standing and Guile vulnerable to count- 
learned to rely art the LK and MK ver- 
had little effect overall 


Hen 


- 



STRONG 


STRONG 


NORMAL MOUES 


STRONG 


FIERCE 


STANDING 


CROUCHING 


Ken nod Ryu's normal moves are identical. Ken's standing MP is great 
at stuffing projectiles before an opponent can finish throwing them, ft is 
KK is ideal far slapping jump-in attacks, if there isn't time to complete 
a Sharyuken. 


STANDING CLOSE 

Ken's standing dose normals ore his staple for 
big damage, in close, Ken has the ability 1o 
dizzy you if he connects with anything, if Ken 
connects any normal move, he can chain it 
into obt of moves that result in a dizzy, A 
standing HP up close will combo into any spe- 
cial move that Ken has, and iV.K will combo 
into special moves in Street fighter I! Turbo, 


All cf Ken's crouching kick moves are extremely useful. The crouching 
LK is great for unleashing multiple hits and, when chained together, 
they can sometimes dizzy an opponent. His crouching MK can two -in- 
ane into any special move, which makes it a very powerful normal. His 
crouching HK is great far buffering a Hadoken, whether or not it con- 
nects, as the Hadoken will came out after the sweep is complete. This 
is a great technique to use far trapping opponents in the earner 
with the Hadoken. 


THROWS 


Because Ken has a slower projectile, his tick-throw traps are 
almost inescapable, Using a slow projectile followed by a 
throw is a ruthless strategy! Kens kick -throw animation is 
■different than Ryu's, as Ken rolls twice on the ground and throws 
his opponent, while Ryu only rails once. 


* + HK 


* + M 


•►/«■+ MP / HP 


- / - +MK/HK 


' ► ROUNDHOUSE 

Mis 


* + MP 


SHORT 


FORWARD 


THROW 


THROW 


* + HP ? 


SHORT 


SHORT 


FIERCE 
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Ip . sir moves are faesl utilized far jump-in attacks. Some of them can 
k ced !o beat your opponent's move in the air. Far example,, all of 
nroighl-up moves have priority over his [amp-forward moves. Use 
* - HK when or opponent jumps in to knock ihem out of the ok 


STRONG 


STRONG 


FIERCE 


FIERCE 


SPECIAL MOVE 


Hdoken 


Tatsumoki Senpukyak u 


FORWARD 


This coo! projectile, like other projectiles, tan be used to pressure 
opponents, keep them at boy, and force them to jump or make a mis- 
take, Ken’s Hadaken Es slighty slower then Ryu's, but it con still be 


Ken's TaSsumaki Senpukyaku is great to use in multi-hit combos, espe- 
dully if you don't want to knack down your opponent. In Street Fighter 
/{• this special move is the exact same as Ryu's. in the Champion Edition 
version, Ken's Tatsumaki Senpukyaku doesn't knock down on Ihe firs! 
connected hit, so it can he used in a combo For multiple hits. In ihe 
..... Street Fighter I! turbo version, use the Talsumukt Senpukyaku os 
'■Am a Iwo-in-ane in the air for three or mare hits. 


* * ^ 4 P 


Shoryuken 


In Air * f +■ + K 


Ken s Shoryuken is the most recognized move in all of Street Fighter. 
1 1 changes in Champion Edition, though, to distinguish the move a hit 
from Ryu. In this version, it's capable of multiple hits, just liko his 
Talsumuki Senpukyaku. it also gains an arc that mokes it much eas- 
ier to use us an anti-air c 


Talsumaki Senpukyaku 


Instead of knocking dawn an opponent like Ryu's Talsumaki, tfys 
move coniinues to hit in the otr. This can feud to big damage and 
oftentimes a dizzy, if ifs used in a combo. 
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COSTUMES 

STREET FIGHTER II 
COSTUME 


STREET FIGHTER I! 
ALTERNATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



COMBOS 




STREET FIGHTER II 

Jump f fi HK, HIJ LP Shoryuken 



STREET FIGHTER II CHAMPION EDITION 

Cross-up HK, HP r HK Tdlsumaki 
Senpukyaku 


STREET FIGHTER II 

Street Fighter fi Ken is all aboul combos. Master the 4-hil combos and 
you'll must certainly dizzy on opponent every time. Cross- up HK, 
crouching LK, and LK + HP together (to moke the IK cancel into a HP], 
then finish with a HP Hadoken. Learn this combo and use II each time 
you dizzy and opponent for an easy victory. 


STREET FIGHTER II 
CHAMPION EDITION 

in Champion Edition Ken has a fosler Hadoken, which is great for 
Hadoken leaps. Since he has a Shoryuken ihal arcs, use his Shoryuken 
when an opponent jumps oul of the Hadoken trap. This is one of the 
most difficult Imps to escape from in the game, so use ibis tactic to 
defeat year opponent. 


STREET FIGHTER II TURBO 

Here is where the changes really begin, Ken's Tatsumoki Senpukyaku is 
much fosler and adds hits to o combo. If you two-m-one his jumping HK 
into an air Tatsumaki Senpukyaku, il creates u dizzy almost every time! 
Ken J s Shoryuken is also capable of knocking down, so combo info ii to 
make your opponent drop. You can even take advantage of projectile 
traps or zoning games. 



Cross-up HK, HP r HP Shoryuken 

# 



STREET FIGHTER II TURBO 

Jump in HK, t + HK, HK Tolsumaki 
Senpukyaku 


0 

Jump in HP, I + MfJ 4 + HK 



vs. mm j 

Chun Us main weakness is ibul she must be dose to be effective. Obvioulsy, ibe mein goal is to 
her ownyl Mix up the Hadokenswith different speeds, then use a Shoryuken when she jumps. After 
knocking down Chun-lj, throw a LP Hadoken to hit heron the bade of her head on her wake up. Follow this Hadoken 
and throw her after it hits, or continue to barrage her with Hadokens in the corner It is extremely difficult for Chum 
Li to escape this trap without lumping, and Ken's Shoryuken should punish her if she dees get airborne. 


GOOD MATCH-UP 
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SUPER STREET FIGHTER II 


SUPER STREET FIGHTER II TURBO 


COSTUMES 


Street Fighter II Ken has gained two new properties for his older moves in this version. He now has the 
: : _: rtg Shoryuken, This move hits three times for serious dome go, ll also goes up at more of a angle then 
t Also, since it hits three times ot different points in the arc, you will he able to hil opponents from fac- 
ie jway than before. His new and improved Tatsumaki Senpukyaku now has a rainbow pattern [in the air). 
do can also use il at the end of your jump, to maximize your safety, and still hit your opponent wilh a 
’rsumaki Senpukyaku. 


COMBOS 


The differences between Ryu and Ren have been growing sfeadlily since Chmpm Edition, but these differ- 
ences ore very easy to see in Si/per Mo. Ken gains an overhead kirk move in this version, which hits mid 
then hits high. Sadly, his best new asset in this version is not n new move, it is his MK throw. Ken now grabs 
his opponent by the head end knees them in the stomach multiple limes. This opens up one of the greatest 
mix-ups ever. When the throw is complete, it pushes the target into the air while Ken stays on the ground. This 
prepares you fur anolher throw, or a crouching attack linked into tire Shuryureppo. This technique can also be 
employed to trick your opponent by walking under them ta gel on the other side. Yet another option is to jump 
up and use a LP ond two-in-one this move into a Tatsumnki Senpukyaku. Ken's HK in this version is also a 
great asset, since it moves farther than ony of his normals. The new special kicks in his arsenal con he used 
for tricks loo, like doing HK [no hold) version while standing directly over someone getting up. Ken "teleports'" 
to the other side and con combo them from behind for a surprise. 


SUPER STREET FIGHTER II 


Cross-up HK, LP, * 4- LP, HK 
Totsumaki Senpukyaku 


BAD MATCH UP 

VS SAGAT 

Ken has major problems in this battle. Ken has no reliable ways to get close to Sago I without doing a blind air Totsumaki Senpukyaku. Fighting Sag at 
with Hodokens only works for o limited time, so avoid that strategy. Some people like to use Sagat's Ground Tiger Shots in sets of two, so use the 
LX Talsumaki Senpukyaku twice in a row to hop over ifm This will keep you within range for o quick Shoryuken or dose combo, Don'l get dose 
with on Air Totsumaki Senpukyaku, unless you anticipate o Ground Tiger Shot. Or, do one quickly after jumping to create a lower flying arc and get 
bock on the ground sooner. Otherwise, you may gel knocked out of the olr by a Tiger Uppercut, When Sagat gets knocked down in the corner, use 
a Hodoken trap ta make him jump, or force him to battle It out with Tiger Shots, 


CrosS'Up HK, U? f HP Shoryuken 


SUPER STREET 

Cross-up M # f + MK, + * -+IAK, 
* + HK 




jump in HH [any kick} Air Talsumaki 
Senpukyaku, * + LK, Shoryureppa 









STANDING CLOSE 


NORMAL MOVES 


SPECIAL NORMALS 


STANDING 

There are big changes to Ken's HK move in Soper Turbo. It now 
goes much further and it can't be used for anti-air ol tacks, li is 
great at si off Eng olfatks and getting dose to opponents. If yoo 
ploy against someone who hesrfatei o lot, use this move to 
make them read. 




Ken's close UK has been replaced by a one-bit axe kick m 
Super Imho, The HK nxe kick is completely gone, having been 
replaced by his new HK normal. In many ways. Ibis version of 
Ken is a complete departure from the early versions of Ken and 
the Super Street Fighter (! version. 


HP 


HK 



JUMPING 


One change in the Super Turbo version of Ken is his * / + / * 
+ UK. This is a great move for crossing op on opponent, 
been use it almost always crosses up when you jump in with il, 
And, unlike Ryu, Ken ton follow up a hit with o combo since it 
doesn't knock down his opponent. 



STRONG 


STRONG 


f FIERCE 

L|sip. 

Pm Tim 


'/ 

* + HP 

















THROWS 


■ -n r s M throw, in Super Turbo, is one of the best in the gome. 
Be grubs his opponent's tie ad and knees him in the stomach. 
Too tan mash an the controller for quicker, additional hits. 
After the knee strike you ore dearly at an advantage, because 
you are on ihe ground while your opponent lias lo come down 
from the air There ore several mixups off this throw. For 
example, just walk toward year opponent to worp to the other 
skfe aod perform a combo. Or, you hove the ability to go high, 
low, or overhead. 




CROUCHING 


SPECIAL NIOUES 



■» *Any P Hade ken 

This version of the Hudaken is faster than its predecessor, but slower 
ikon Ryu's Hadoken, li also base lot less recovery ihnn before, which 
mokes it a really good projectile. The IP Kadoken is extremely slow 
so you con walk behind it and follow it up with o normal attack. 


Ken's Talsumaki Senpukyoku still hits multiple times, uad i! has 
gained a rainbow affect in the air. It can also be perfomed ol ihe lost 
second, white approaching Ihe ground, to minimize the exposure of 
getting hit. If you perform this move at the last second above an 
opponent's bend, it will canned twice and creole a short period of 
time To follow with a combo. Using the LK Tatsumaki Senpukyoku in 
the air before landing is a great way to charge the super meter 
in Soper Sim] Fighter tl lurk. 



^4v + P Shoryuken 

Ken's Shoryuken uppercut differs immensely from Ryu's in these Iwo 
versions. When performed wilh l?, it bits once, MP hits iwire, oad HP 
bits three time and includes flames. Also, the Shoryuken extends fur 
-r .. ther from ihe starting point, making it somewhat more effective. 



♦ * * + K, hold for second overhead kick 


Although the overhead combos here, it con still be used as an over- 
head if it gets blacked. Holding down the kick button causes ibe 
move to turn into on overhead attack if your opponent blocks low. 




SUPER COMBO 


Shoryureppa 


The Shoryureppa is a great super combo for anti-air attacks ihat have 
good priority. For example, if someone playing as Zangief con- 
stantly jumps toward you with the Body Splash multiple limes, use 
this move to gain some space. Because this move starts with 
invincibility, the Shoryureppa will connect and your oppo- 
nent's attack won't, You can add this super combo to 
Lf another combo to produce huge damage. 




Ryu 



Ryu's normal moves ire pretty slow. His standing HP has distance and 
it can punish opponents when it connects. However, the the opportunity 
to use it is limited he cause ft is slower then most other attack in the 
game. On the other hand, Ryu's standing HK is a great anti-air attack if 
an opponent is out of range of Rye's Shoryuken. 


Ryu's dose normals are great in a combo hecause 
they cause big damage, A close -range HP can be 
followed hyo Hadoken for a two-in-one. Also, Ryu r s 
standing LR can set up a chance for a throw if it is 
blacked 


Ryu's crouching normals are great to string together for big combos. You 
con chain five crouching LKs together or end it with a crouching HK. 
Sometimes, you ran dizzy an adversary by finking five I.Ks together. 
You can also ''buffer" moves off his crouching HK. For example, do u 
crouching HK, then buffer a Hadoken to come out during the last few 
frames of the crouching HK, Although this won't ad as a comho, lih a 
great way to keep the pressure on o blocking opponent, Ryu also has a 
great crouching MK, which can used foF a two-m-onewith a Hadoken or 
a Shoryuken afterward. 


Throws with Ryu are especially important, because you con follow up a 
Hadoken to put them in block stun, and throw them while they arc still 
blacking without retaliation. These kinds of tactics are considered 
"cheap'' by some players, so keep that in mind. Throws ore also the only 
known difference between Ryu and Ken in Streoi Fighter it, when Ryu 
does his kick throw, be rolls only once. 
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JUMPING 

Ik, : air moves are fairly straightforward. His jumping LK in the air has 
s i. of priority, but if causes almost no damage. If you are lacking to 
^ ; m to an opponent upon landing, il is the best move to use. 





! ► SHORT 


SPECIAL MOVES 



Hadcken 


The Hadoken, one of the best projectiles ever, is a iriighty force. The 
power of ihe Hadofcen comes from Ryu's own fists and leaves an 
imprint of bis fists inside. The Had a ken has three different speeds 
and mixing them up will really confuse on opponent. 



Tatsumakt Senpuky aku 


Ryu's Tatsumaki Senpukyuku is great if you need to travel long dis- 
tances in a short period of time. It can go over Guile's Sonic Room and 
Dbolsinfs Yaga Fire, too. Use it in conjunction with a crouching MK to 
combo for big damage. From Champion Mon onward, the 
Ta Isamu ki Senpukyuku knocks Sown on adversary on ihe first suc- 
cessful hit. In Street Fighter tl Imho , you to n 2-in 1 lb e Tafcumn ki 
Senpukyoku in the air and and make il connect for two hits. 



■* 4 * * P Sftor yukon 

Ryu's Shoryuken is one of the must powerful moves in all of Street 
Fighter. It inflicts huge damage and is effective against anyone who 
dares 1o jump in, The Korrnal version of this move only knocks down 
your opponent when he or she gets hit out of the air, so beware. This 
move also hits on opponent twice on the ground if you are fighting 
in dose. This Is your most prized asset when fighting opponents. You 
can also combo the Shoryuken after a crouching MK or a sfand- 
IMingHPin close. 


The air Tatsumaki Senpukyaku is a valuable upgrade tor Ryu. Use it 
to fly across the screen where very few adversaries can reach you, or 
use it to confuse on opponent by using it on the other side to cross 
^ him up. Lastly, unleash it in a combo on bigger characters, such 
W 4 as Sagol and Zangref. 
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COSTUMES COMBOS 





Street Fighter I! Ryu is all about combos. If you master ihe 4-hit com- 
bos, you con dizzy your oppcneni almost every time, Ryu also has a 
"glitched out' 1 combo ilia! utilizes LK + HP. Start with a cross-up HK, then 
do a crouching LK, link LK + HP together la make the HP combo, then 
finish with a HP Hodoken. ]f you master this combo, you can dizzy your 
opponent almosl every lime. 


STREET FIGHTER II 
CHAMPION EDITION 


In Champion Edition , Ryu gained a faster Hodoken that is great for pro- 
jectile traps. Because be has the fastest projectile in the game, it's pos- 
sible to lock down characters in the corner with multiple HP Hadokens. 
If they get out of this trap and jump toward you, take them oat of the 
air with a Shoryuken. 


COSTUME 


TURBO 


STREET FIGHTER 11 


COSTUME 


STREET FIGHTER IE 


COSTUME 


STREET FIGHTER II 


STREET FIGHTER II 

Cross-up HK, 4 + IK x 4 


ALTERNATE COSTUME 


CHAMPIONSHIP 


Cross-up HK, 4 + MK, Shoryuken 


STREET FIGHTER II TURBO 

Jump in HP, t + HK, HK Talsumaki 
Senpukyaku 


Crossup FK r + 4 MP, + 4 m, HP 
Hodoken 


STREET FIGHTER II TURBO 

Wilh ihe addition of the air Tatsumaki Senpukyaku and the invincibility 
of the Tatsumaki Senpukyaku at his disposal, Ryu is the arguably the 
best Street Fighter It Jurho cha racier. Use the LK hurricane kick when 
fighting In dose quarters (since it has invincibility} to step many of your 
opponent's moves. This is also the only version of Ryu I hoi con two-in- 
one 0 Tatsumaki Senpukyaku in ihe air and make it connect, Ryi/s 
Shoryuken also knocks dawn opponents in this version, so when yau 
combo it your oppcneni will be floored. This tactic enables yau lo pre- 
pare Hodoken traps or other wailing/zoning games. 


GOOD MATCH-UP 

I/S E, HONDA 

When fighllng E. Honda, you should be in the drivers seat. E. Honda's Headbutt is almost useless against 0 goad Ryu player. Throwing Hadoken's 
will step mosl of the Headbutt's from connecting. Your opponent will likely resort to jumping or performing the sumo splash. Just keep your distance 
from Honda and you should fair well in ihe fight. You can aclually use a crouching HK against all of E. Honda's jumping attncks, including ihe Suma 
Splash. Don's gel too close to E. Honda while he is an ihe ground. His excellent throw range and wakeup moves are high priority. If he gets loo dose 
to you, use an air Tatsumaki Senpukyaku ta get away and start the process over again. 
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SUPER STREET FIGHTER II 

Street Fighter II Ryu gained a new move aad a new property for an older move. He now has file 

- at .netsu (red} Hadoken, which was a glitch in earlier versions of llie game and would only appear roa- 
rs Due lo the high popularily of this so-colled glitched "Red Hadoken/' il was added to his arsenal. The 

- m,netsu Hadoken leaves an opponent m a burned state a litile longer than the normal Hadoken. At close 
rmm this move knocks down your opponent. This is crucial when attacking wilh crouching MK and chaining 

nft a Shokunelsu Hadoken. His new and improved Tolsumaki Senpukyaku now has o rainbow pattern that 
Hfelows. It starts dose to the ground and mokes an arc as it goes across the screen. You can atso use it at ihe 
s: a jump (lo maximize safely) and hit your opponenl 


SUPER STREET FIGHTER II TURBO 

One of the best things thnt Ryu received in his Super forbo form is o super-fast overhead move. This move ■+ 
4 MP can hit ducking opponent and combo into almost anything. He also hos a *+ + HP move that is excel- 
led! for a Frame Advantage when blocked. You can follow this move up with a throw, mix it up wilh on over- 
head attack, or use a crouching MK into Shinku Hadoken. Another new move is the jumping MP. This MP 
enables you to jump in!o the air and hit on opponent up to three limes. Upon lending, you ton use Shinku 
Hodoken and hit your odversuy two nddiliond times for a 5 -hit juggle combo. This move also has a lot of pri- 
ority in the air, so the chances of landing il are high. 



COMBOS 

SUPER STREET FIGHTER 11 

*-LK, 4 +HP, Shokunelsu Hodoken 


T'assup Hff, 44MP r + 4 HP, 
hakunelsu Hadoken 




SUPER STREET FIGHTER il TURBO 

On crouching opponent, + MP, 4 
+ MK, Shinku Hadoken 


+ 4 LKx 3, Shinku Hadoken 


BAD MATCH-UP 

VS VEGA 

Vega hos bis of strengths, so read onward So learn some key strategies. One advantage he hos aver Ryu is his speed. Your opponenl con read lo cs 
Hadoken, jump over 3t r ond hit you with n 2-hit combo fairly easily. Only throw Hadoken's from afar, or fake them up close to psych Vega into jump- 
r ng stroighl into o Shoryuken. Analher key advantage for Vega is his range. The claw on his hand gains him some extra reach to complicate things. 
Fortunately, all of Vega's normals can he slopped wilh o crouching HK. The only one that can't he countered in this manner is his crouching MR. Ryu's 
crouching LK will put an end to ihis attack. If your opponent starts utilizing Vega's Flying Barcelona Altack, use Ryu’s LP Shoryuken. If you use an 
HP Shoryuken, your opponent con easily load before you ond cause big damage. Lastly, don't get near Vega on wake up because he has more range 
a bis throw 1 ban Ryu, 



COSTUMES 
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NORMAL MOVES 

STANDING 


STANDING CLOSE 


CROUCHING 


His standing moves haven't changed at alL He still has UK 
which is great for ante-air atlacks if you don't have time to do 
a Shoryukem His punches have range and can trade with pro- 
jectile throwers a lot of the time. 


A few changes here include the fact that Ryu's close -range MK 
can be followed up with gny special move, and bis HK Axe Kick 
hits twice instead of randomly. 


Ryu's crouching attacks are great for chaining together for big 
damage. Almost all of them can he used in conjunct?® with a 
two in-one. His crouching MK has a lot of range, so use that a 
Eat to follow if up wilh u Hadoken, 


THROWS 


► THROW 


/- +MP/HP 


SPECIAL NORMALS 




In close, *■ +J1P 

This move is a overhead ciEtuck, which means that if an opponent is 
ducking [I will hi; him or her while they are blocking. This is a great 
move to keep your opponent guessing. You con also use this move to 
start off a combo. 
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This move is an advancing move. Because of its incredible speed, ifs 
possible to get next to your opponent very quickly. This is also effec- 
tive when your opponent is blocking, It puls hrm or her in a pressure 
sil uniion, since they musi determine if an overhead attack or a low 
Shinku Hadoken is on its way. 




SPECIAL MOVES 




JUMPING 



Ryu's primary goal when jumping is to land that all-important 
combo. Every single one of his jump- in moves can start a mas- 
sive comb aid almost dizzy lb opponent, 

Ryu's only change here is hi $*/*/*+ MP. This move can 
be repeated for a lotal of three hits, and it can he linked into 
a combo after a Shinku Hadoken. El also has great oir priority. 


Hdoken 


Toisumaki Senpukyoku 


This Hadoken is faster than its predecessor and it has a bt less recov- 
ery time than before. This makes ihe Hadoken a really good pro[ec- 
tile. Hot much else has changed with this move. 


Ryu's Tatsomaki Senpukyoku last ihe invincibility from Street fighter It 
Imho, but it gained a rainbow effect that changes its trajectory, Voo can 
also use this move at ihe last moment while approaching the ground 1o 
minimize exposure. Either way it almost always knocks down ils Ear- 
tr get. Using the LKTalsumaki in ihe air (before landing] is a great 
way to charge the Super Meter in Super Street fighter It Jurho. 


STRONG 


STRONG 


Shakunetsu Hodake n 


Shoryuken 


Ryu's Shoryuken uppercut is only one hit now with each punch hut- 
tan. It also knocks down you; opponent every lime regardless af the 


The infamous Shabnetsu Hadoken, 1 1 can dizzy an opponent from 
great distances and knock him or her down ot dose-range. 


FORWARD 


Shinku Hadoken 


This Shinku Hadoken is the only super projectile in the game, it com- 
bines Ryu's power and unleashes five Hadokens in one. This is a great 
super on so many levels. If you're having a pro|ectile fight and Ryu's 
Super Meter is charged, use ihe Shinku Hadoken la go through your 
opponent's projeclile. This resufls in the lass af only one of the five 
Hadokens, while the other four hit your apparent. This Shinku 
Hadoken is also very effective at getting oul of lockdown traps that 
have you stuck in the block stance. Since the Shinku Hadoken 
carries invincibility with it, it can also be used on woke up. 


ROUNDHOUSE 


STRONG 


t + HP 


* / * + HP 



► SHORT 

► short" 
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NORMAL MOVES 



PILEDRIVER 


CROUCHING 


STANDING 

Standing MK is one of the best Ijo rtf ssm-ent moves In the 
game — if done versos Ken/Ryu as they throw a Hade ken, it 
will snuff their attempt. Standing LK from far away hos the 
benefit of beating certain attacks (such 05 Guile's crouching 
MK), as well us setting up Spinning Pits Driver attempts 
(blocked or not). Slcnding HK is also a decent anti-nir 
attack against certain jump in attacks. 


STANDING CLOSE 

Use an early standing MK as the oppo- 
nent is getting up mid input the command 
for the Spinning Pile Driver, ar you can 
comho a Spinning Pile Driver into a standing LK if 
it hits. Against some chare cters (especially versus 
Dtdsimj dose stnnding MP becomes very important because 
they ore forced to block it even when they ore crouching. 


Crouching LP is one of the many secret moves to playing a good 
Zangief. It will slop many attacks (Honda's Headbutt, Blanka's Rolling 
Attack, certain attacks from Dhalslm, etc.), as well as put up a shield for 
the opponent to deal with. Beyond all of that— It aha sots up many 
combos and Spinning Pile Driver attempts. Crouching HK will be your 
other strongest crouching attack, fiat only is it relatively fast— it knocks 
the opponent down, which allows for mare Spinning Pile Driver attempts. 
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360-dearee controller motion 4 P S pinning Pile Driver 

Spinning Pile Driver Is who? makes or breaks Zangicf players. Your 
goal is to not only land I his move, bu3 also to hove your opponent (ear 
it. Hopefully, this will pul them Into a mindset 1c commit mistakes, 
while trying to avoid il. 

The Spinning Pile Driver no! only does a lot of damage, but also has 
a lot of range. You will wool to learn the ranges of your opponents 
attacks, so you con use the Spinning Pile Driver 1o counter iheir 
£gjj| special moves. 


SPECIAL NORMALS 


1 + 1YIP / HP (on way up ) 


Headbutt 


This is arte of the strangest moves in the game. If this move is done 
m the early pari of the round (first 5 seconds) it will stun on hit. This 
is huge early in a match because getting your opponent dizzy ond 
then hitting piem with a Spinning Pile Driver lakes away almost 
£ 7M 50/tI of iheir life bar. 


When you are an top of the opponent, the Body Press (jump, * + 
HP) is a really good move because it can cross the opponent up 
£M an ^ if f° rc ^ them to block standing. 


The Double Knee Press is added to Zangief as a special normal in the 
Street Fighter ft Turbo version of the game. He was given a jumping 
I K that has the same (Drop kick) animation as his other jumping 
kicks in ibis version. 


* + HH 


SPECIAL MOVES 


S pinning Lariat 

When fighting versos anyone with n projectile, [lie Spinning Lariat is 
going to be what you will use half ihe mulch— either to avoid the 
projectile, or try to gel in close while prelecting yourself 


JUMPING 

Isre are going to be times when you ore getting zoned oul by projec- 
ts.. and you have la jump. Jumping HP is a good move la start wElh 
secouso if has a lot of range, and it ova ids a lot of projectiles. 


In Street Fighter If Champion Edition, Zangief cun move forward and 
backward during this move. 


In Street Fighter It Turbo , 3 kick buttons initiates the same move, but 
he cannot be swept oul of il. 
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COSTUMES 

STREET FIGHTER II 
COSTUME 


STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



STREET FIGHTER II 

Zangief is able fa taka damage, and you should always keep this In 
mind. Never be afraid to trade damage for information — if you jump 
in twice to a row, and the opponent does the same thing, chances are 
they will the third lime and that is when you switch things up and go for 
a mix-up that will Eel you connect with a Spinning Pile Driver. You may 
have to be patienl and sit on the other side of the screen for half the 
round, fust so you con realize where the gap is in your opponents 
attacks and go in for the kill when the opportunity presents itself. 
Master the Spinning Pile Driver from both sides and you will soon see 
your opponents fear, Zangief in this made is unique hecnuse after per- 
forming a successful Spinning Pile Driver, he doesn't bounce very far 
back from his opponent— dose enough to keep applying pressure ns 
soon as his opponent stands up. 


STREET FIGHTER II 
CHAMPION EDITION 

Gaining the ability to move around with the Spinning Lariat helps out a 
lot, since 11 gives him positioning advantages while also allowing him to 
avoid projectiles, After o successful Spinning Pile Driver, Zangief will 
bounces bark very fur from the opponenl limiting his abilily to go for 
another one os they woke up in this version. Although this takes away 
some of his options, he is still an opponent to he feared. 


STREET FIGHTER II TURBO 

Arguably the best version of Zungief ever! The Kick Lariat opens up a 
whole new world for Zangief. This move can put him righl nexl to the 
opponent while being invincible to crouching attacks, allowing him to 
use a Spinning Pile Driver when he recovers from the Spinning Lariat. 
Mol only that, but ihe 3 kick Spinning Lariat recovers much foster than 
the punch version, allowing for positional mixups when trying to get 
dose 1o the opponent. 


COMBOS 


STREET FIGHTER II 


Cross-up * 4 HP in air, f 4 LP x3, 1 

+m 




IIS 


j 

i 








STREET FIGHTER II CHAMPION EDITION 


Cross Up * 4 HP in air, MP r MK, + 4 
HK 


■ 

Cross Up t 4 HP In air, + 4 MK r 
Spinning Lariat 

m 


STREET FIGHTER II TURRO 

Cross Up * + HP in air, 4 * LP x 2, 

HP 

© 

* + LPx2, LK, * 4 HP 


© 

GOOD MATCH UP 

VS RYU 

While Zangief does hove a hard time versus many characters, his one winning mote hup across the board seems to he versus Ryu. While your main 
goal against most characters is to try to get close and land u Spinning Pile Driver, you don't have to actually land one to win this matchup. Whot you 
da need is some patience and a good attack plan. While you ore far away from each other, neither one of you can do much damage. Zangief can 
Spinning Larial through Ryu's Hade kens and you cantt attack him al all. So, the only lime you will really hang out ot this range is either when Ryu 
is running away trying to build up meter (Super lurbo Ryu), or you ore taking a small breathing break trying to bail Ryu into coming closer to you. 
Around Mid Range (outside of Ryu's crouching MK) you will want to harass him your standing MK while trying to gel inside his attacks. Look out for 
the occasional Hadoken and use your Spinning Lariat when you see it, or ihitik it is coming. Even if you guess wrong you con either try to steer your- 
self backwards, or go for another one when you recover. Your main goof is to gel in, so that you can gel your standing LK to conned (blocked or 
not, you don't really care) lo combo into the Spinning Pile Driver. Another good tactic is take d step buck atlhis range ond let Ryu throw a Hadoken. 
then do jumping HP to smock him in the head. A gaud mixup to use is a standing LK followed by a Spinning Pile Driver, For your next attack walk 
up and use a standing LK, and chain it into a crouching HK—lhls will combo if it is done correctly and the LK hits. The reason why this works so well 
is that a lot of people will black the standing LK then try to stop the Spinning Pile Driver attempt with a Sharyuken — if they mess up their attempt 
you will trip them and get another chance to land the Spinning Pile Driver. Another mind gome layer is lo do standing LK, pause (to see if ihey are 
going to use a Sharyuken, or block), ond instead of using a crouching HK, do anolher standing LK and perform a Spinning Pile Driver. Note: you 
can actually combo standing LK, standing LK for n 2 hit combo. 
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Hold any tuition 


SUPER STREET FIGHTER II SUPER STREET FIGHTER II TURBO 


with Super Street Fighter /( Znngief goes through some grow- 
m -c ns: losing the low invincibility with tho 3 kick Spinning Lariat, 
m -i'ng a throw whiff on the Spinning Pile Driver, having three differ- 
■ strengths of the Spinning Pile Driver (light punch does less damage 
mm *ord punch), end an air ihrowl However, his main strategy 
I b-cis the some — try to get dose and use I he Spinning Pile Driver, 
"■= Double Germon Suplex/Flying Powerbamb gives him soiffi fun 
Ibb cn$, when on opponent whiffs o normal attack right in Front of him, 
pu can attempt to grab them while they are in their recovery with it. It 
do that much damage, but the move is very fast. 


Realizing that Super Street Fighter il Turbo Zangief was never going to live op ibis his former Street Fighter it Turbo glory days, but they gave him 
o new move that nullifies projectiles while allowing him to move forward , An interesting move that doesn't necessarily replace the 3 kick Spinning 
Lariat from Street Fighter li Turbo , but it does bring a new dimension to ZongEef allowing him to get closer and apply pressure to the opponent. His 
super camho is very scary and can torn the tide quickly in o battle, 


Cross-up 4 + HP in air, MK, l? f 4 * 
IP, 4 + HK 


COMBOS 


SUPER STREET FIGHTER II 


Cross-up * + HP in air, 4 4- LP x2, 
LX, HK 


SUPER STREET 
FIGHTER II TURBO 

Cross-up 4 + HP in air, LP, # + M, 
Banishing Punch 

m 

Cross-up 4 + HP in air, 4 + LP x4, 
l? f Banishing Punch 


1/5 DHALS/M 


You are going 1o spend o lot of time on the other side of the screen away from Dhoisim whether you like it or not. Between blocking Yoga Fire and 
his limbs, you will get pushed back nonstop. Just remember to be patient, and once you do gel in, you ore going to do o lot of damage, if not win 
the game. When your opponent uses a Yoga Fire, werfk toward it and block it al the lust possible second, so you don't get hit by it. Your goal is to 
get in and every little inch counts. You wont lo jump in with the Double Knee Press (down+MK) alternating between jumping and pressing button 
early or late. You will often trade (usually losing out an damage), hul sometimes trading is your best bet to get closer. When you do gel pushed 
bock, u crouching MP will hit some of his fimbs depending an the attack. Don't he afraid to use a Spinning Lariat every now and then. Especially 
when a Yoga fire is coming your way. Remember that you have ihe bigger throw range and a much better throw than he does. So, if Dhalsim tries 
^ do any throw traps (slide into MP throw being the most common) use your Spinning Pile Driver. Also, since you have the bigger throw range almost 
every single lime you can gel a standing LK to hit him, and go for the Spinning Pile Driver. He has to Yaga Teleport to gel out of ibis Imp, hut it is 
easier to talk about this escape than it is to perform it. 


BAD MATCH UP 







NORMAL MOVES 


STANDING 


STANDING CLOSE 


CROUCHING 



THROWS 


SPECIAL NORMALS 



Since ihe Spinning Pile Driver is his main throw, you don't wont 
to use regular throws loo much unless you ore in n silunlicn 
where you are trapped. 


SUPLEX 



*/*, + + IK / MK Double Knee Press 

The Double Knee Press is greal for getting in on your opponent and 
liming the option for the first move an the ground. Sin re it is so 
quick, you will be the first to ad, and I he mix-up game will he yours 
for the taking, 

# 



This move lost its ability to dizzy in the opening seconds of n round, 
but has enormous potential when setting up the Spinning Pile Driver, 
Since it can only be done of a straight up jumping move, you must 
come down with the Headbutt, and immediately try for a Spinning 
Pile Driver. This move hns great tick-throw potential. 



The Body Press con cross-up an opponent from ony range, and often 
leads la big damage. If Zangief can get in dose 10 an opponent, he 
has the upper hand. Use this move to confuse your opponent, and 
then go for u quick Spinning Pile Driver while they aren't looking! 
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JUMPING 


Zangief spends u lot of time in the air since lie has no profec- 
lile (bier rent. A lot of his moves ore high priority if you do 
them immediately when you leave the ground. Most of his air 
moves cun also be used art the way down to setup o Spinning 
Fife Driver. His LK is extremely good for this purpose. 



STRONG 


SHORT 


SHORT 


SUPER COMBO 



720 controller motion + P Final Atomic Buster 


It is harder to build up the Super Meter with Zangief than mosl char- 
n tiers. Even though you have lo be next lo your opponent while 
using this super combo, this move still strikes feor into opponents. 
Many of the setups are impossible to escape, such as jumping LK into 
the Final Atomic Busier, or standing LK into it. A really important 
aspect to master is blending ihe Banishing Punch motion into ihe 
Final Atomic Buster, so you can tack on a super combo after 
nullifying an opponent's projectile. 


& 


SPECIAL MOVES 



Zangief can still use this move as a great anti-air for people jumping 
in nt him, and con also use it for passing through projectiles. 




Due to gaining the throw whiff, you have to he a little more cautious 
with the Spinning Pile Driver. Before if you mis timed the Spinning 
Pile Driver tick ond peformed it while they were still in block stun, 
you would just get a a punch attack. In this version Zangief hugs 
some oir and leaves himself wide open. 



In dose, 360-deqree controller motion t K Double German Suplex 


At correct distance, 360-deqree controller motion ■+ K Flying Fowe rbo mb 


This ultack dosen't hove as much range as the Spinning Pile Driver, 
hut it does hove less start up [no throw whiff) making it a viable 
P .. option when using lick-throw tactics against your opponent. 


This throws most people off, but you will only be able to get away 
with it once ar twice before they start punishing you. Probably the 
best use for the move is to try lo grah normal attacks that miss 
right in front of you. 
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Balrog 



Although Mrog-s game doesn't surround his normal oilatks as much as 

other characters, he does hove some great normal attacks to keep in 

mind. Standing LP is a great more to use, since it lets you stay in place 
while charging up for Rush Punches. Using this technique also 
'X protects you from some attacks, such as Hondo's 
Headbutt, and Bla oka's Rolling Attack. Standing MP Is 
also a nice anti-air more when your opponent is 
§ \ on fop and attacking. If your opponent throws 
\ o projectile at the star! of a round, 

. ^ X a standing HP will hit him before the 

X /' \ projectile even comes out! 


STANDING CLOSE 


^SjssaBgfife , Jw Balrogi standing d ose moves a re greet 
for leading info other normal moves or 
special attacks. His dose LP is grout for chain- 
ing together for big damage. Since he has no kick animations, every- 
thing that he does will come out in the form of a punch. 


Crouching HP is an Important cmti-oir attack {in addi- 
tion to standing MP) in these versions of Balrog, 
Crouching HK is a decent swoop (although it looks 
like other attacks) and you can ose it to poke your 
l opponent. 


Don't spend much lime jumping with Batrag, but if you must {and you 
will have to every now and then) jumping HP and HK are usually the 
best options. 




| STRONG | 


► FIERCE 

MP 


HP 
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THROWS 


SPECIAL MOVES 





Salrog has one of the best throws in Ihe game. Not only can you mash 
‘or more do mage, but you also get Id walk under an opponent while fie 
is flipping in the air recovering from il! This sels op many mind games: 
walk under your opponent after the throw, use a crouching LP r then 
‘brow him again. You con also walk under your opponent and use a 
irouching HK to Irip him. Gr r lake a step (so that il looks like you're 
going lo walk under him) and perform a crouching HKso the attack hits 
■ our opponent from the other side. You con quickly turn the tide by 
throwing ond doing one or two throw mixups. 

An advanced throwing strategy is to throw with MP if you're going for 
: blocked move into o throw. If the opponent tries to jump out or count- 
er in some fashion, the standing MP will often hil them. 


Charge*-, * + K 


Dash Uppercut 


Often usd as an nn!i-air attack when on opponent is either jumping toward 
you from for away, or jumping away from you when they are up dose, An 
opponent can duck under this attack, hut this is another opportunity lo cre- 
ole some mind gomes. If your opponent is blocking low ond you perform a 
crouching LF^ use another one to set up a Dash Uppercut (which will 
£ miss), but it will provide some time to throw them. 


Hold 3 F or 3 K, release Turn Punch 

This is one of ihe most powerful moves in the game, since you con 
hold down the bultons to charge the attack until you hear him soy 
"Final!" By releasing this attack, you will deplete 60% of the oppo- 
nent's life bar. Mastering the Turn Punch is a vary important port of 
playing as Balrog, because It enables the player to keep pressure on 
ihe opponent while also adding in pauses lo Balrog's attack strings. 


In Street Fighter li turbo ^ Balrog is invincible ogainsl low attacks and 
projectiles if it is charged for less than two seconds— this makes 
Balrog quite a threat. Hoi only that, but you caa store two separate 
charges, one with the three -punch buttons depressed ond another 
one with the three-kick hutlons. So, yau can hold the ihree-punch 
buttons and release them to get jr 0rte"count Turn Punch, then release 
the three- kick buttons and get 'Two' 1 caunl Turn Punch right offer the 
first one. 


Another good thing to remember is ihot if you hold down all ihree 
kicks for the Turn Punch and you need lo use a Dashing Uppercut, 
you can do so by inputting the command [charging hock ond moving 
toward) and releasing one of the kick buttons. Oftentimes, if the 
opponent knows you're charging op the Turn Punch, they will 
attempt to take advantage by jumping in, but you con surprise 
them with this technique. 


Charge * + P Push Straight 

The Dash Straight is the main attack, since your opponent can't duck 
under il. Even if they block, they still take black damage. It is also 
relatively easy to use this move in a combo off a crouching IP or a 
__ standing IP. These two options provide some quick combos that 
can serve up damage in short order. 


COSTUMES 

STREET FIGHTER II 
COSTUME 


STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



STREET FIGHTER II 
CHAMPION EDITION 

The in Din strategy here is to lotus on trying to land Bolrng's main dizzy 
combos (jump in HK. crouching LK, standing LK, LK Dash Uppercut, 
standing MR or crouching LK, crouching LK, standing LK, LK Dash 
Uppercut, standing HP) while atlempting to get dose enough fa; a throw. 


STREET FIGHTER II TURBO 

This is where Balrog becomes interesting. Not only does he retain his 
poweful combos and bisexcellentthrow, he also becomes Invincible with 
the Turn Punch. How he can go ihrough the projectiles that so easily 
plagued him in Champion Edition. The best strategy here is to keep the 
Turn Punch charged at all times [flying through projectiles when need- 
ed], while throwing our a barrage of Dash Straights, Dash Uppercuts, 
standing HPs and on occasional throw. 


COMBOS 


STREET FIGHTER II CHAMPION EDITION 




+ + LK, LX, LK Rush, t + LK, LK 
Dash Uppercut, HP 



STREET FIGHTER II TURBO 

+ + LK, 4 + LK, LK, LK Dash 
Uppercut, 4 t HK 



GOOD MATCH-UP 

vs Bra 

STREET FIGHTER It TURBO 

The Turbo version of Balrog has the Turn Punch, which helps him get around projectiles. If Ryu links a lot ol crouching HKs into Hadokens, unleash 
o Turn Punch through the projectile and punish him. Don't be afraid to throw out a standing HP if Ryu throws o Hadoken and keep the pressure on 
with the Dash punches, If an opponent starts using the Tttlsumnki Senpukyoku to gel out of trouble, smack him down with o crouching HP 


SURER STREET FIGHTER \\ TURBO 

This matchup changes slightly due to the Buffalo Headbutt, but the main strategies still apply: Stay on top of him, pressure him with standing HP 
use the Dash Law, and use Turn Punches, After gaining the ability to use a super combo, look for any opening to land it. When Ryu throws a H pricker- 
misses a Shoryuken, or a normal attack use the super combo to punish him. Even If the attack gels blocked, you should be safe and hove a Frame 
Advantage that enables you (o keep the pressure on. It is almost impossible for Ryu to perform a Cross-up on Bolrog (except for on Air Talsumuk 
Senpukyoku}, so if he attempt one try 1o throw him and begin the High/Low mix-ups. 
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COMBOS 


SUPER STREET FIGHTER II 



BAD MATCH-UP 

VS STREET FIGHTER II SAGAT 

While Bolrog performs admirably against anyone with o projertils, things get more difficult against the original version of Sogoi because his pro- 
tect e traps ore better thou any ether choracter. Use a steading HP le hit him when he tries a Ground Tiger Shot. The mein goal in this match-up is 
o stoy olive long enough to charge the super cembo, which is when the whole dynnmic of this match changes. At this point, Sagot con longer throw 
tiger Shots randomly, since Balrog can use the super combo an him. This will occur when he throws high Tiger Shots (you can catch him almost foil 
screen), but there m t as much range on Ground Trger Shots. 


COSTUMES 


SUPER STREET FIGHTER II 


With the addition of the Dash Low Punch, Balrog can new knock down 
opponents when it connects. He also has the ability to float in the air 
wilh + + HP, fust like E, Honda. If he is about to land on a profectilE, he 
will he able to avoid it last second. With these two new options, Balrog 
can be very aggressive, and he is a powerhouse to deaf with. 


, Tip in HP ^ + LP, LP Buffalo 
headbutt 


# 

Jump In HK, * + IP x 3, LP Dash 
Straight 


SUPER STREET FIGHTER II TURBO 

Jump in M, f + M, * + MP, LP 
Dash Law 


* + LP x 4, Crazy Buffalo 


While lasing the ability to go through projectiles with the Turn Punch, 
Bcrfrog gurus a few new moves ihol keep him definitely in the gome and 
make him a threat to any character. He has gained the Buffalo Headbutt 
which is invincible to projrfas, and u sel of kick moves that act like 
knock an opponent down. 


SUPER STREET FIGHTER II 
TURBU 
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STANDING CLOSE 


CROUCHING 


NORMAL MOVES 


STANDING 

While gaining new □ nrm-olioTrs for most of his norma! attacks 
from Champion Edition and Turbo, their functionality Is much 
the same. Use standing HP to hi! opponents at a distance, use 
standing MPas an anli-air oltack r and use standing LP to main- 
tain a charge and for protection* 


JAB 

SHORT 

^4i - , 

:h 


LP 

I lk 

ft ft 

f STRONG 

FORWARD 1 


r x 1 j|yp * n 

r ' 

'Mr* 


MR 

m 

■ ft 

TIERCE 

^ ROUNDHOUSE 

^ * 
« rt t Tt tjpr t tiff t -r i 

Ssf'i P\ 

’ * * * • * * i * * 

HP 

“ 


SPECIAL MOUES 



Ho Ed 3P or 3K, release Turn Punch 

All hough it can no longer go through projectiles, it is still effective at 
keeping pressure on on opponent while building op the Soper Meter 
for Super Turbo Balrog, He still has his “final" punch, while also 
maintaining the abilily to store more than one of these devastating 



Charge t + P Buffalo Headbutt 

Allhough he lost the abilily to go through fireballs with the Turn 
Punch, Balrog gained a new move that makes him just as dangerous. 
The Buffalo Headbutt not only has amazing range, bat II knocks 
down and very rarely trades damage with anything . This move is 
y:*X key in most match-ups in which an opponent has a projectile.. 


When fighting In close, you won't use your slandlng normals 
very much. One thing to keep in mind, however, is that oppo- 
nents can't duck under standing MK, which farces them to 
block. 



Charge Dash Uppercut 

The Bash Uppercut is stiff just as good as it was fa previous versions. 
It Is useful far getting close to on opponent and throwing them. You 
can also "glitch" it into the super camba by Inputting the command 
ihen, after it hils, press ■«-,-#■+ any punch. 

ft 



Charge «■ , ■» + F Posh Straight 

In Super Turk, Ba I rag's Onsh Straight no longer hits crouching oppo- 
nents, so you will likely use this move a lot. Since it Is one of the 
faster special moves rn the game, it's best to continually use this 
move over and over until your opponent proves that he or she con 
either block it or counter attack. 


Balrog has great crouching normals and almas! all of ihem 
have a use during a single match. Crouching LP/LK are stan- 
dard pokes that enable you to keep the pressure on while 
maintaining a charge. Crouching MK must he blacked low nnd 
if it is performed early {when an opponent is getting up from 
a knockdown), it seh up very powerful mixups. 

This move also counters many of the poke ultucks that may 
hove proven problematic previously, such os Guile's crouching 
M. Crouching MF is a great shield to throw out non-stop 
because it counters many dif ferent special attacks {Iof example, 
M.. Bison's Psycho Crasher/Sttssors, Hondo's Headbutt, etc.) and 
it enn also he used to combo into a Dash Straight {or Bash 
Uppercut) if if hits an opponent on the ground. Crouching HP is 
a great anti-air attack, and Crouching HK is an excellent sweep. 



This move resembles Balrog '$ normal Dash Uppercut, but it's much 
more powerful. Hot only does it knock down your opponent {the 
original one doesn'13, it ends in +A which is very important. This is 
because the Buffalo Headbutt is performed by charging down, then 
pressing t + Punch, The f A motion qualifies as down, so you can 
charge for the Buffalo Headbutt during this move! 

A really powerful tactic to use is a crouching MK, followed by a 
crouching MP into this move. Then, if your opponent thinks you're 
going for a throw, do a Buffalo Headbutt and hit his or her counter 
attack. If you are full screen away, against a character like Chun U, 
use this version of the Dosh Uppercut when she uses a projectile, 
Buffalo Headbutt to go through the projectile and hit her while she is 
still in her recovery animalm 
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JUMPING 


THROWS 



STRONG 


STRONG 


SUPER COM 




8ofrog r 5 wonderful throw from Champion Edition end Turbo 
moke a com eh nek, and it is potentially belter now (hot crouch- 
ing M lends to so much damage. The mo in strategies should 
revolve around walking under the throw, using a crouching 
M, and either throwing the opponent again or using a crouch- 
ing MR If the crouching MK/crouching MP combo sequence 
gets blocked, perform o Dash jjppercut (it will miss), which will 
set you up for a throw*. 


Mr 


HP 


NIK 


Bulrog gets some new animations in this version, which helps 
out his jumping game. Jumping MP is effective aphis) projec- 
tiles because it hits farther out than it looks. Jumping MK is u 
great poke that hits at an odd angle, and usually forces qji 
opponent to block. Lastly, jumping HP and HK are good to 
throw out early or late, in £ drag's jump arc to counter attack 
various poke attacks. 


1 1 MP 


* +LP 


t + HK 


SHORT 


* + LK 


t + MK 


ROUNDHOUSE 


t + LP 


FIERCE 


SHORT 


Charge + F or K 


Croiy Buffalo 


Bo I rag has one of the best super combos in the gome. Not only car 
he charge it up fast, but it also hits wilfi lightning- fast speed anc 
causes tremendous damage. 


You can activate ii with either Punch or Kick. With punch, the first j 
move is a Dash Straight; with kick, the first move is a Dash Uppercut. ! 
No matter what you use, if you press kick during the super combo 
your attacks will change to Dash Uppercuts, This makes it very handy I 
yr^r-to juggle on opponent if you catch them in the air. 
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Ill* Bl^oh 



STAIUDIIUG 


M. Bison has some of the besi normals in the game. His kicks have excel- 
lent range and are extremely quick. His HK goes across half the screen! 
The only character who is even in the same category is Dhalsim. M. Bison's 
LP is insanely fast, making it useful in several of his re* dizzy combos. 


CROUCHING 


STANDING CLOSE 


M. Bison's close normals remoin the same. They all do exact- 
ly the same thing as regufor standing normals. His standing LK 
can be fallowed op by a throw, whether or not it connects. 


Crouching HK is R Bison's most unique move from the crouching posi- 
tion. Ibis move is effective far getting next to on opponent when knock- 
ing them down from for away, or for throwing them, it also hits low 
when used from afar, so use it as a surprise move. His crouching HP is 
a great anti-air move against jump-in attacks. 


THROWS 


R Bison has an extremely powerful throw. He also has the unique abili- 
ty to set himself up for a throw of ail of his special moves and a few of his 
normal moves. Using the MP Psycho Crusher enables you to get very close 
to your opponent, width leaves you in a perfect positron for a throw. 






JUMPING 

* -son's jumping normals look rather strange, All of his punch attacks 
his body in a curved position as he jumps toward an opponent His 
is are standard jump-ins, but his straight-up [amp kicks have excd- 
m priority- 




SPECIAL MOVES 



Charge **, + +¥ 


Ps ycho C rusher 


The Psycho Crusher was extremely powerful in the arcade version of 
Sheet fighter it (hmprn Edition t ll hit six times on o block, causing 
heavy damage. In Street Fighter ft Anniversary Edition t it only hits 
four times on a black, hut it causes the same amount of damage. Use 

t this move ta end up next la an opponent with priority; this con 
lead to a combo or a throw. 



Tins serves as a great counter against projectile-throwing characters. 
During this move, M r Bison speeds across the screen and instantly 
stomps an his opponent's head. After ibis occurs, you con go left or 
right and come down wilfe a punch to start a combo! Note ihat the 
Headsfcmp and the punch ore not a combo! 



Charge *- t -» + K Double Knee Press 

M. Bison's Double Knee Press is a Iwo-hil flying kick that htls hi^h, 
then low. In Street Fighter it (tampion Edition and Street Fighter it 
Ivrbe, the Douhle Knee Press doesn't knock down, but it leaves the 
opportunity to combo after it. 

# 








COSTUMES 

STREET FIGHTER \l 
COSTUME 


STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



STREET FIGHTER II 
CHAMPION EDITION 

M. Bison Is perhaps one of I he best characters in any version of Street 
Fighter It. The block damage on his HP Psycho Crusher is really high, 
and his combos are powerful enough to dizzy,., and re-dizzy! The 
charge time for his Double Knee Press is long, but he can still pot togeth- 
er great pressure patlerns like Double Knee Press, crouching MK, stand- 
ing LK r LP Psycho Crusher, standing IK, standing LK, Double Knee Press, 
and so an. Don't be afraid to just use the HP Psycho Crusher bode and 
forlh across ihe screen, either. 


STREET FIGHTER II TURBO 

M. Bison was toned way down in this version of Street Fighter tl \ leav- 
ing him squarely at the bottom of the rankings. His HP Psycho Crusher 
hits about three times and there are even gaps in between it that 
enahles a blocking opponent to use a Shoryukenl The charge time on 
his Double Knee Press is still long, hut with no re- dizzy combos and 
seemingly reduced priority, it's tough to win with M. Bison, One trick is 
to knock down an opponent [with a throw, for example), then immedi- 
ately use u crouching HK slide and charge up, Jusl before your oppo- 
nent gels up, perform an LP Psycho Crusher. When limed correctly, this 
results in a weird cross-up attack that oftentimes hits an opponent who's 
attempting to block. When it hits, II knocks them dawn, so you can 
repeat the move again. When it gels blocked, perform a pressure siring 
of crouching NIK, crouching If) crouching LP, and finish with a Double 
Knee Press. 


COMBOS 


STREET FIGHTER II CHAMPION EDITION 


+ + LP, IF) MK Double Knee Press, LP, 
HP Psycho Crusher 



* + LP x 2, LP r MK Double Knee 
Press, 4 + MfJ MK 





STREET FIGHTER II TURBO 


Cross-up HK, 4 t LP x LP, 
Psycho, (rusher 


Somersault Skull Diver, 4 + HK 





GOOD MATCH-UP 


i/S VEGA 


It's somewhat easy to stop Vega's Flying Barcelona Attack by jumping bock and using an 
MP. If your opponent Iries lo use ibis move off his own back wall, use a HP 
Psycho (rusher lo move the screen over. This prevents him from touching the 
wall, possibly making him land in M, Bison's Psycho [rusher. Random 
Double Knee Presses con go through most of Vega's ground pokes. If you 
guess wrong and he blocks, throw him. Make him block some standing 
MKs, and standing HKs for good measure. Bait his LK Flip Kick and, when 
he misses, use a standing HK or a Double Knee Press against it. Careful, 

Vega can beat M. Bison's Psycho (rusher attack and bis Double Knee Fress 
atlark by jumping bock ond using HP. Also, if Vega gets a knockdown on M. 

Bison he can force you to rise into bis cross-up Flying Barcelona Attack. This 
is difficult to block and M. Bison has no reversal attack to get out af it. 
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SUPER STREET FIGHTER II SUPER STREET FIGHTER II TURBO 


M. Bison gets a few more normal moves, better priority, the Devil 
Reverse (similiar to the Head Press, but a punch), and a Double Knee 
Press that knacks down. He's generally much improved from Street 
fighter It Turho, but he still remains a shadow of his former self from 
Street Fighter It Champion Edition. 


M. Bison gains on improved Devil Reverse, an insanely high priority, a juggling fumping MR and a good super combo. The jumping MP allows M. 
Bison to rule I be air, even against Vega and Chun Li. The super combo passes through projectiles. When the super combo hits, tack on two exlra 
jumping MPs. If the super combo gets blocked, go for a throw. A blocked Double Knee Press into throw is difficult to defend against. After knocking 
dawn an opponent, use o "meaty 1 ' crouching MK, For some reason, this move is difficult to reverse with a Shoryuken or any other reversal move. 
When a crouching MK hits, combe it into either a standing HK {if you don't have a charge) or a standing LK followed by a Double Knee Press. After 
a knock dawn, use o crouching HK slide to set up the crouching MK. Another option offer a knock down is a cross^up combo. Jump in and cross-up 
right ns the opponent gets up and use an MK or an HK while in the air. Additionally M. Bison's standing MK and standing HK are excellent poking 
attacks. He can lock dawn lots of characters, especially Ken and Zangief, by just repeatedly giving them the MK, or HK boot. 


COMBOS 


Lastly, M. Bison is the only character without an instant reversal move. This means that be has no way to escape a corner once he gets info II. 
Therefore, it's extremely import ant when playing os M. Bison to be on the attack, lock down your opponent and don't get locked down in the process. 


SUPER STREET FIGHTER II 







Jump in HK, 4 + LP x 2, LR Knee 
Press Nigblmare, Jump + MP x2 


SUPER STREET FIGHTER It 

At a jumping opponent, jump + MP x 
3 in the air, Knee Press Nightmare 


BAD MATCH-UP 

VS E HONDA 

When fighting in a corner and you block a single jump attack, you wilf likely lose the round, E, Honda's inescapable Ochio-Throw will force you to 
stand up into blocking a crouching LP into an Qchic-throw again and repeal. With no reversal move, M. Bison has no way oul. At mid-screen, it's 
olmasl as bad. After an Ochio-Throw, expect to see E. Hondo's Hundred Hands Slap if you attempt to jump away. Keep this in mind: never gel into 
a position in which you must black a jump-in from Honda. You can try to chip away damage by doing LP Psycho Crushers at the fop of the move's 
range. Honda con usually cause block damage with the Hundred Hand Slap, but it's very difficult to ad u ally use his Headbutt against M, Bison's 
Psycho Crusher, You can also try the Head Press, hul E. Honda can jump and LP, or use an MP to knock M. Bison out of the air. Yau can attempt an 
HP Psycho Crusher ihrough E. Hondo while at mid-screen (if he's dose), but you may see a standing HK after passing him. Trying la use o standing 
MK or o standing HK ogams! him is tricky, because he ran use his Headbutt against those moves. Basically, just chip away damage whenever passi- 
ble. Don't try to lad: him down, or even get near him, because his Ochio-Throw can dominate the entire match. 
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NORMAL H/1DUES 

STANDING 


STANDING CLOSE 


CROUCHING 


Bison received two changes to his standing line-up. His Lit 
no longer extends oulword; now its a bee and it only goes 
short distances. His standing HP also changed, reverting to an 
uppercut motion. 


There tire two changes to mention here. When lighting up 
dose, the LK unleashes a knee. This is o greet move lor tick- 
throw tactics. 


The only change here is M. Bison's crouching IP, which hos lost 
all of its range. It only stretches about half She distance now. 






JUMPING 


SPECIAL MOVES 



M. Bfson received new jumping HfJ MP, LK ( end MK in Super 
Street Fighter I / and Super Street Fighter II Turbo, He also 
received a new straight up it He is only one of two characters 
who can chain ihree MP hits in the air. You can also fallow this 
up with a super combo, 


Devil Reverse 


Psycho (rusher 


(changes in Super Turbo; must press P again} 


This is a great move to throw out randomly against ony opponent. 
Unless it gels detected by chance, your opponent will toko up lo three 
hits of block damage. 


In Soper Street Fighter (I turbo, this move becomes somewhat of a 
foke Devil Reverse since it doesn't hit your opponent an top of the 
head. By pressing the second punch in the air. you control your land- 
ing spot. Ibis Is especially useful against cha coders with anti-air spe- 
rt-y cial moves. You must use both methods (the fake and the red 
qjp attack) to keep your opponent guessing. 


STRONG 


SHORT 


SUPER COMBO 


Knee Press Nightmare 


The Knee Press Nightmare, perhaps M. bison's greatest osset r is his 
only reversal move. Unlike the other characters who hove special 
moves that can he used as reversals, this is only enabled when he has 
a full Super Meter, For characters using projectile traps against M. 

Bison, use this move to escape from a earner. You con also follow 
tfSfthe super combo with o jumping MP for two additional hits. 


STRONG 
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TIERCE 
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Charge *- r ■+ + # double Knee Press 


Charge *, t + K (P in air) Head Press 

The only new thing about the Double Knee Press is the fad that it 
knocks dawn when it connects. There ore no more insane combos like 
there are in the Street Fighter 11 Champion Edition version. Also, il r s 
possible to use the HK Double Knee Press as a tick-throw setup. 

This move hasn't changed at all. It still results in M. bison stamping 
on your opponent's head. You can follow it up by moving left or right. 


SHORT 


r,A t Jpl 

jL 
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* / * + LK 






STAND NG 




CROUCHING 


Sogol has good speed with all of hEs standing normal attacks in Street 
Fighter H Champion Edition end Street Fighter li Turbo . It's possible to 
buffer his standing LP into any of his special moves (like the Tiger 
Uppercut). Use his standing MP to stuff m opponents moves at 
fang range. Standing IK can also be buffered,, and H's useful 
in the ground game Eo push an opponent oat when 
canceled into a Ground Tiger Shot. Sagaf's stand- 
ing MK can't be cancelled, but it is a solid poke 
attack to use. Standing HK is a great anli-oir 
attack to use against an opponent who [amps in. 


STANDING CLOSE 

You can cancel Sugars dose LK into a special move, as well as 
hit of his dose standing LK (this move connects twice). 
Close standing MK hits two times, but it can't be cancelled. There 
ies in these moves between Street Fighter It Champion 
Street Fighter II Jurbo. 


Sugat's crouching normals wore very similar in (hmpion 
Edition and Turbo. Speed, damage, and priority were changed 
for all of these moves, but they took the same on the surface. 
In these two versions of Sagat, only crouching LP and crouch- 
ing LK can be cancelled into special moves. 


JUMPING 


All of Sagui -s jumping attacks in these two versions 
have the same animation. LP looks just like LK; MP 
looks the same us IM; and HP resembles HK. All of 
these jumping attacks are "kicks/'' although half 
of them are triggered by Punch buttons. 







SPECIAL MOVES 



kqp\’$ throw bos decent range and causes good damage, bat it isn't 
■ ■ Hed la be used from an offensive standpoint. Due to Sag at r s height, 
e :an exploit the sacrifice throw. This involves taking a hi! early on, so 
let you hold the advantage in the throw department. 


Tiger Shot 


I he punch version of the Tiger Shot travels across the screen 
r higher off the ground, making it difficult to jump aver. Its speed 
can he modified by pressing Lfi MfJ or HP. For example, using LP 
throws a high, slow Tiger Shot. The Tiger Shot underwent sever- 
- of changes from (hortipm Edition Sagat to Super Street 
Fighter it lurbo Sagat. The version of Sagat in Street Fighter It 
a Champion Edition has a very quirk recovery, which was toned 
down in Street Fighter H Imho, 


Ground Tiger Shot 


SagaE J s Ground Tiger Shot is more useful than the standing version of 
the move. Although it travels low to the ground, it leaves Sagui free 
to counter attack when an opponent attempts to jump over it. 


Ti ger Uppercut 


The Tiger Uppercut is similar to the Shoryoken, because St tan be 
used to blast an opponent who jumps in an you. This is useful- in 
reversal situations in which your character has been knocked down 
and your opponent is jumping in. Don't miss with this move. If your 
opponent blocks ft, or you completely whiff, Sagat becomes vub 
rterable to attack. 


Tiger Knee 


Tiger Knee starts close to the ground and finishes high. The motion is 
tricky, so practice it repeatedly before attempting to use it. Use 
Sagat's Tiger Knee in combes and to quickly advance across the 
screen when your opponent gets knocked to the ground. 



THROW 


■ 

■foal* 

^ ■ 



* /- +MP.HP 





COSTUMES 

STREET FIGHTER II 


COSTUME \j 

STREET FIGHTER II 

ALTERNATE COSTUME \ 


CHAMPIONSHIP 

COSTUME \J 


TURBO 


COSTUME \ 

,T*3 


STREET FIGHTER II 
CHAMPION EDITION 

Sagul is one of the more powerful characters in Street Fighter II 
Champion Edition, He held o dislincl advantage over many character 
doe to his ability lo apply pressure from full-screen with his Tiger Shots. 
This is mainly due lo the short recovery time associated with ill is move. 
Sagal's Tiger Uppercut is one of I he more punishing anli-air moves; if 
an opponent chooses to jump al Sagat, use □ Tiger Uppemrt or a 
standing HK. 


STREET FIGHTER II TURBO 

Sa gal's Tiger Shat was slowed down slightly in Street Fighter II Turbo, 
Also, his delay after throwing his projectiles was modified. This enabled 
oilier projectile characters (such as Guile, Ken, end Ryu) to better com- 
pete In a long-range battle. While not the dominating force he was in 
Street Fighter it Champion Edition , Sagat is still a formidable character. 


COMBOS 




STREET FIGHTER II TURBO 

Jump in HK, r + H, HP Tiger 
Uppercut 


Crossup LK, r t MP, HP Tiger 
Uppercut 





GOOD MATCH-UP 

1/S, CHUN LI 

One of Sagat's better match-ups is agains! Chun It, who has one of the highest jumps in the game. When 
she jumps in ot Sagat, you hove many options, including his standing HK and, of course, his Tiger 
Uppercut, Throw Tiger Shots ot Chun-Lt to apply pressure, forcing her to jump. This puts Sagot ot o 
tremendous advantage, since the recovery time for his Tiger Shots enable him !o throw them one after 
the other with very little recourse. Even if Chun-Li jumps over a Tiger Shot, it [eaves her open lo a Tiger 
Uppercut. 


BAD MATCH-UP 

VS, DHALSIM 

Dhalsim is perhaps Sagafs biggest 
challenger. In most fights, Sagat con throw 
fast, Ground Tiger Shots, Dhafsim's Drill Kicks 
and Drill Headth rusts moke this tactic a [at less 
effective, since Dhalsim ran use this attack over 
Ground Tiger Shots, If you throw one of Sagat's 
high Tiger Shots, your opponent can use a crouching 
HP or crouching HK to {slide) out of the way. Sugar's 
recovery for his Tiger Shots is one of the better ones in the 
gome, but missing o high Tiger Shnl mokes him vulnerable 
lo Dhalsim's attacks. 
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SUPER STREET FIGHTER II 

Sagnt gained the ability to two-in-one off the second hit of his standing 
II, and bis standing MK is used in the same manner in ibis version (both 
•ne first and second hit can be buffered into a special move). His stand- 
ing HK can be buffered as well, but use it only in a combination. SagoTs 
Tiger Knee was modified in this version, too. Now it starts lower and 
■'tavels fori her. The controller motion was also changed slightly, with less 
•:f □ 540-degree feel (+> * * * ■+ * } So more of o * to * feel 


COMBOS 


SUPER STREET FIGHTER II 
TURBO 

In this version, Sa gat's Tiger Uppercut was changed from a single dev- 
astating blow to a multi-hil version with less priority. His Tiger Shots 
were watered down significantly, in both projectile speed and recovery 
time. However, he did gain a cross-up normal move, as well os the Tech 
Escape from throws that is included for all of the characters. 


ADDITIONAL COMMENTS 

The "Old" Super Street Fighter II Turbo version is regarded as one of the 
most powerful characters in the game. He possesses many of the chur- 
octerislics of the Super version of the character, but combined with the 
game -engine of Super Turbo t he's a force to be reckoned with. Many 
to ornament pros rarely underestimate their opponent if this character Js 
chosen in tourney ploy. To choose "Old" Scgot, hold down the START but- 
ton while choosing the Super Street Fighter II version of 5ogol. Nolice 
lhal the logo at the bottom of his feet is the Super Street Fighter II Turbo 
logo (blue), but you won't have a super combo bar. 





SUPER STREET FIGHTER II 

Jump in HP, HK, HP Tiger Uppercut 



“OLD” SUPER STREET FIGHTER II TURBO 




Cross-Up LK, crouching Lfi LK (2 hits), 
HK Tiger Knee 


SUPER STREET FIGHTER II TURBO 

CORNER ON II — Jump in HK, HF! 

HP Tiger Uppercut, HP Tiger 
Uppercut 


Jump in Hfi ± + MK, Tiger Genocide, 
HP Tiger Uppercut, HP Tiger Uppercut 
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NORMAL MOVES 


STANDING 


STANDING CLOSE 


CROOCHING 


Several of Sugar* normal moves wore modified in Super Street 
Fighter //, then ogain in Super Street Fighter tl Turhv. In Super 
Street Fighter It, it's passible to cancel bis Standing MP and HR 
Tills Is highly useful in the poking and keep-away game. 
Standing MK can also be buffered, making it difficult to get 
dose to Sagat. Standing HP also dishes out a detent amount of 
damage, making ii key for snuffing out projectiles at maxi- 
mum distance; Mote that many of the cancel properties of some 
of these moves were removed in Soper Street Fighter it Imho ■„ 
Standing LK. MK, and MP were all changed in this version to 
prevent them from being buffered into a Tiger Shot. Tbe frame 
rate for standing MP and HP were also reduced slightly. Sago! 
still lias a potent standing HP, plus standing LK and MK ore still 
good pokes. 


You can cancel all of Seagate close standing attacks into special 
moves. Ether hit of the close standing LK or MK can be 
buffered into a Tiger Shot, too. Close standing HK can be cam 
celled as well, but only during powerful combos. 


Several of Saguts crouching attacks were modified in Super 
Street Fighter //and Super Street Fighter II Turbo. Crouching LK 
now looks different than MK aad HK. LK and MK can now be 
cancelled, and similar changes were made ta his crouching 
punching attacks. Crouching IF and MP could be cancelled, but 
neither crouching HP or HK could be buffered. 



SPECIAL MOVES 


JUMPING 









Sag til gained same jumping punch animations for IP, MEJ and 
HP in Super Sheet Fighter if f and they carried aver la Super 
Street Fighter H Turbo. His punch attacks aren't very Strang, 
but his jumping LK und jumping HK are great attacks. LK has 
very goad priority artel HK is a good starter for combs. 


The Ground Tiger Shots are not as dominant as the high ones. 
Because a lot of characters hnve special moves that go over these, 
they are only useful in the "OUT version of Sciyat. Characters like 
M. Bison can use the Psycho Crusher torpedo to go over the Ground 
jjssv Tiger Shots and hit Sogat, 


In Super Street Fighter W , Sagat's Tiger 5 hols returned to their origi- 
nal glory from Sheet Fighter tl Champion Edition. In Super Street 
Fighter II Turbo , however, they get less powerful. The recovery time 
for this version is quite poor, and the speed of the projectile is slowed 
down from the Super Street Fighter li version. 


STRONG 


Tiger Uppercut 


In Super Street Fighter /(, the Tiger Uppercut hits once. In Super 
Street Fighter It Turbo, though, it hits five times and spreads the dam- 
age into five separate parts. This is extremely Ineffective os an anti- 
air attack, os only certain portions of the Tiger Uppercut hit the 
f— v opponent. 


How in Super Street Fighter II, the Tiger K nee can combo, plus it 
moves from a low to a high position when it hits. In Soper and Super 
Turbo, it hits most ducking opponents instead of going over their 


Tig er Ge nocide 


You can use Sagafs super tomb up dose to pass through projectiles 
and punish nn opponent with a Tiger Knee animation that combos 
into o Tiger Uppercut. This Super Comb has dece nt Savin cibifity at the 
start. It doesn't have much horizontal range, so only use it in close 
fighting si lu alio ns. When this Super Combo gets blocked, 5 a gat 
becomes exlremefy vulnerable. This super can also be followed up hy 
tfSSPlwG hits in the corner. 




LLfltiga 



THROWS 


Ini Sheet Fighter it Champion Edition, Vega has the most damaging 
throw. He can use Ids standing normals to lock down his opponent from 
jumping. With this tadic, il is very easy to move in toward your oppo- 
nent. Since he is so fast, Vega can unleash a quick throw with ease. 

Vega is one of only three characters with on oir throw. Ibis is extreme- 
ly good when a opponent jumps at you with an early jumping move. 
Before your opponent lands, try an air throw, since your opponent ain't 
perform two moves in the air before lending. 


STANDING 


Vega has some of the fastest normals in the gome. Although he has a 
detachable daw, he has no kick mitten animations in this version. This 
means that if you press a kick button, you'll see u punch move. After about 
11 or so hits from an opponent, his dove automatically falls off. Note that 
ilk non-retreivenble in Sheet fighter tf (hampm Edition miStreei fighter 
tl Imho . Since the daw is strapped to his hand, he loses consider- 
able range to his attacks when it gels knocked off. 


STANDING CLOSE 

Vega's dose normals are similar, LP r LK, MP and M 
all have the same animation. The same is true for 
HP and HK. These normals are alt very quick and 
can stop any special move before they start. 


CROUCHING 


Vega actually has some kick animations in the crouching 
position. During his kicks, Vega gels down on one knee 
and sticks the olher leg out. His HK is a slide animation. 
Willi this move, Vega can slide along the ground tn knock 
down his opponent. 









JUMPING 

•ego's air normals contain no punch moves. Since Vega is all about 
.:eed f use ihese attacks to easily jump over projectiles. 


SPECIAL MOVES 



Charge -*■_+? Rolling Crystal Flash 

The Rolling Crystal Flash is a great move to use in o combo. It's also 
efficient at pulling an opponent in a repeated block stun while chip- 
Dtng away at his or her health. 


% 



Charge t + K, P Flying Barcelona Attack 

The Ftyiag Barcelona attack is great ot catching an opponent 
;ff-guar j, if you press punch early an — not next io your 
■oponenl— Vegn will attack with his daw instead of a throw. 

% 


SPECIAL NORMALS 



Tap - *■ Backflip 


The backflip is a crazy move in which Vega jumps back and actually 
performs a backflip. Ifs important to note lhal he Is completely invin- 
cible during this time. This move is great al getting out of projectile 
traps or when an opponent jumps in. 




Press 3 Punch buttons Back flip 

In Street Fighter li Turbo, the inpul command for the Backflip is all 
ihree punch buttons pressed simultaneously. 


W 





COSTUMES COMBOS 


STREET FIGHTER II 
COSTUME 


STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 

COSTUME 


TURBO 

COSTUME 



STREET FIGHTER II 
CHAMPION EDITION 

Vega's normal throw inflicts more damage I ban any character in 
fighter tl Champion Edition, His standing LP is really fas! and if can be 
used repeatedly la lock down any of the bigger characters, or on enemy 
Vega. Also, his crouching HP and standing HK have high onii-air priori- 
ty. His crouching HK slide is arguably the best in ihe game. Crouching 
MP is his staple attack far poking. 


STREET FIGHTER II TURBO 

Vega was land down in this version. One noticeable change is that his 
throw causes less damage. His attacks seem to have slightly less priori- 
ty and less range than in Street Fighter it Champion Edition i, which 
makes this version of Vega a little [ess desirable. 



STREET FIGHTER II CHAMPION EDITION 


± + ip HP Railing Crystal Flash, HP 
(Redizzy) 


STREET FIGHTER II TURBO 



Jump in HK, MP, MK 


© 

Cross-up HK, * + MK, * + MK, f + 
MP 

# 


GOOD MATCH-UP 


US. GUILE 

The key to this mulch is sliding. As soon as Guile blacks a 
crouching HK slide, slide again and again ta prevent him from 
using his Sonic Boom or Somersault Kick {the slide hits the 
sfari-up of his Sonic Boom and his Somersault Kick just misses). 

Guile can't hit Vega's slide wilh any of his ground normal moves 
in this situation either. However, Guile can jump straight up and 
come down with a HP, or jump In and perform a cross-up with LK. 
Reducing your opponent's sel of moves to just one or two options 
(both lumping) means that you are already way ahead of the 
game. Use jump HK, standing HK, or a Flip Kick lo counter his 
jumping attacks. Don't be afraid to use off-the-wall special moves 
against Guile, especially after a knockdown. 





SUPER STREET FIGHTER II SUPER STREET FIGHTER II TURBO 


t:o has o fuller set of normal moves v/Llh belter priority m this ver- 
cn. His standing HP is now long range. His crouching MR is an extel- 
erct poke, and his crouching HK slide is still as goad as ever. 


1/ego gels his Flip Kick, the Sky High (low, and a mildly useful super combo in this version. Note that the super comho {like Zangief's and T. Hawk's) 
cannot whiff; it will only come out if it connects. The Sky High Claw is fairly useful when cornered and on opponent [umps in to kick a normal Flying 
Barcelona Attack. If you use the Sky High Clow when Vega touches the wall, hell start his high-priority attack and hit his opponent. 




BAD MATCH-UP 

I/S. £. HONDA 

If you use the Flying Barcelona attack behind E. Honda, he can [amp and use LP or MR to stop you before you hit the wall If you use it off of the 
wall behind you, he can LP Headbull at the last moment to cause damage. He con also LP Headbutt to hit Vega's regular jump-m, or anything else 
you do from close quarters. So r it's very important to stay ahead in this match. By staying ahead, you can "out turtle" your opponent. Charge up 
Vega's Flip Kick to prevent £. Honda from lumping in. If he walks up, poke him away with a crouching MR If you get behind, the Flying Barcelona 
attack (the one behind E. Honda) is a great option. Lure him into doing other moves to safely reach ihe bock wolf without getting hit by his jump* 
ig LP or MP. If you succeed, you'll cause E. Hondo to Inse ihe charge- up for his Headbutt (since you're an the other side), and you can attack him 
with the Sky High (low and — hopefully — land ihe liuna Drop. After doing so, go to the wall behind you again to prevent E. Honda from getting 
: charge for his Headbutt and repeat the sequence. 


SUPER STREET FIGHTER II TURBO 

+ + MK, Flip Kick Iwo hits, Flip Kick 


& 

Jump in HfJ HFJ * + MP 


COMBOS 


SUPER STREET FIGHTER II 


In corner only — Vortical Jump HR * 
- MP r HP Sky High Claw 


Wall Jump, in Air HK, 4 + LP, MR 
Rolling Crystal Flesh, 4 + MP 
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CROUCHING 


NORMAL MOVES 


STANDING 


STANDING CLOSE 



SHORT 


STRONG 


FIERCE 


There are a lot of changes to Vega in this version. He has kicks 
now, as well as. normal moves, and his standing punches all do 
something different; His standing MP has great distance and 
it's >65< ire mefy fast. Use ri for o grenl poke attack. His standing 
LK, a shorhtmye knee attack, is lightning-fast. 


ROUNDHOUSE 


THROWS 



SPECIAL NORMALS 



Vega's Backflip is a greal way for him not to get crossed- up an wake 
up. He is invincible during this move. This move also doesn't hit your 
oppanen! at any time, and she aid only be used la evade. 



Vega received many updates to his normal moves in this ver- 
sion. The standing dose LK is extremely fast, and it is an excel- 
lent attack to use wish tick-throw techniques. 


The only change here is ilinl Vega's HP no longer goes straight 
when crouching. Instead, il goes up al an angle, so il can he 
used as an anit-air attack. 






JUMPING 

Vega finally gets a sel of jumping punch moves in the air in 
Super Street Fighter II and Super Street fighter it Turbo. 
Jumping in with HP is a good 1 way to start a combo. 


SPECIAL MOVES 


SUPER COMBO 




tfrmj!'* ,,/X/ 

(harp * w * + K, ■+ + P 

Rolling liana Drop 

(when near opponent] 


Ibis super combo is a great move! even when your opponent isn't in 
"he air. 1 1 will still do a air throw if you're close enough. The great 
ihing about this move is that your opponent won't know he's getting 
nit by it unless it connects. So, basic ally, keep using the Flying 
__ Barcelona attack and when your opponent sits there and does 
^g^nothing, nail him with a Rolling Jzuna Drop. 






Charge ♦,■*' + P Rolling Crystal Flash 


Charqe t,t+P Sky Htqh Claw 

The Rolling Crystal Flash got slower in Super Street Fighter it and 

5uper Street fighter It Turbo f and it no longer strings all the hits 
together os one combo. It might glitch every now and then and 
combo, but most of the time it fails, 

$ 

This is o fairly risky move In perform, hut it looks really cool when it 
works. Vega jumps off the wall end darts toward his opponent really 
fast. If it connects, your opponent will hove no time to retaliate. 

■ . )( X /St/v /L J ^/C 


■ / y y y -/ y 4 y- 4 \ jpf M 

Charoe *, ■* + K Flip Kick 

Charge *, + + K, P FTyinq Barcelona Attack 


This is Vega's new anli-uir move and his only reversal move, likelhe 
Eatkflip, it now moves forward and hits an opponent twice in the air. 
.^r^Vou con fallow it up for another hit by performing it again 
Softer the first hit for a total of three hits! 


This move got a little more priority in Super Street Tighter it Turbo , 
bat it is still susceptible to anti-air attacks. 



Charge +, t + K, ■+ + P 


Inina Drop 


This move got faster with the version change, and it inflicts incredi- 
ble damage for on air throw, tise it to cross-up an opponent (knock 
them down first), then perform the izuno Drop immediately 
after it. 




tammy 



Cummy J $ fast walking speed is complemented nicely hy the speed of her 
standing pokes, Some of them, like her standing MK and HP, have great 
priority. By doming hack and forth a few character widths in front of 
your opponent ana throwing out these moves, you ton hit opponents as 
they try to do their own pokes and special moves. This tactic may force 
your opponent into sElunlionsthat ore easy to predict and counter, such 
as pcaly timed tumps or projectiles. 


§ STANDING CLOSE 


Many of tommy's normal moves change significantly when she moves 
closer to an opponent, creating several new modes of attack, especially 
os on opponent is getting up. Her close standing LK becomes o great tick- 
throw tool, enabling you to throw an opponent when the block stun ends. 
Close standing HP is bufferable into all of her special moves, links to her 
crouching MK, and links into her crouching HK normals when done early 
enough as an opponent is rising from the ground. Close standing HK can 
he used to counter cross-up attacks, and some jump-in attacks. 


In general, MK and MP are the crouching moves of choke. The 
MK's long range mokes it u great hrt'Qmkun poke, especially 
against projectile characters (such as Ken), Crouching MP has a 
great deal of priority, making ft useful for hitting on opponent 's 
own crouching pokes. As a bonus, it links to itself, f ending to easy, 
powerful combos when used as o wake-up attack. Both of these 
moves con be buffered into specials. 


Normal throws ore not a big part of tommy's game, 
simply because she spends so much time u| the range 
of her crouching MK ond standing HP. However, once 

- she scores a knockdown, a few well-placed 

L \ tick-throws in a match can make on 
j flt l opponent overly cautious and leave 
i them open to other tactics. 









STRONG 


SHORT 


STRONG 


STRONG 


SHORT 





JUMPING 

;:mmy has several good options in the air Gy using her high-priority, 
ground pokes, you can ha if an opponent into mistakes. One of her 
“osl powerful weapons is the [urnping MR This move has high priority, 
: owing you to jump in with impunity on some characters, beating or 
acting with most common anti-air moves {including Ryu and Ken's 
Shoryukeo special attacks). Hsf [urnping LK is an excellent cross- up 
“ove, and il toads lo some deadly combos against some of the wider 
characters (like Dhalsim and Guile), Her jumping HK has deceptive 
■-•a ch, making it useful for punishing errant projectiles. 






SPECIAL MOUES 


Gammy takes a short hap into the air and tames down with her fist 
extended, with an animation similar lo her standing HP, The slrength 
of the button used determines how for she Irovels. The Spinning 
Knuckle has several frames of invulnerability at its start, which lels 
you pass harmlessly through projectiles and some standing attacks. 
However, the hit properties are such that opponents can acluafly 
throw her between the paint that she lands on the ground, and the 
paint that it actually staris hitting! As such, this move is a little unre- 
liable to use in a dual combat. This move also serves well as a wake- 
up attack if you can time it so that her fisl is extended as the oppo- 
nent is getting off the ground, tommy's Spinning Knuckle in Super 
Street Fighter II Turbo looks and ads exactly as it does in Super Street 
Fighter t( with one exception: The invulnerability has boon restricted 
la only the LP one. This makes ihu MP and HP versions somewhat 
useless. It can still be used as a woke-up attack, however, this 
move is best used sparingly. 


This is tommy's all purpose anti-air move. She launches herself a! an 
angle irtta the air, leg first. If this move gets blocked, she bounces 
away from ihe opponent; otherwise, she flies into the air and comes 
straight back down. This move has a fair amount of invulnerability at 
the start, □ Ithaugh it will occasionally trade with some jump-in 
attacks. U alike a Shoryuken, the Gannon Spike isn't a great move to 
use against an opponent's limbs during a poking game. If it misses, 
if leaves Cammy next to her opponent and vulnerable. As such, 
it is best saved for anti -air attacks and use in combos. 



During Hooligan Combo, K Hooligan Throw 

When Gammy is still on the upward trajectory of ihe roll, she 
performs a neck breaker throw that will put her on the apposite 
side of her opponent If she is on ihe downward trajectory, shell 
perform a rolling throw, slamming her opponent into ihe ground wilh 
j^fc-aher legs. 




Cammy straightens her legs and slides along the ground during this 
move, it doesn't hit law, aithoagh it appears to da so. The strength of 
the button determines how far along the ground Cammy slides, with 
LK being the shortest and HK being ihe farthest. Additionally, the HK 
version hits twice when performed next to an opponent. Like her nor- 
mals, Cammy's Cannon Drill is an excellent poking fad, as long as it 
is spaced properly. If can be used lo punished whiffed moves that 
hove long recovery periods, such as sweeps or Shoryuken -type 
attacks. By mixing up her normal pokes (such as crouching MK, 
standing MK and MP), you can get an opponent to commit to a 
ground gome. Upon doing so, punish his or her awn pokes with 
Gannon Drill attacks. Make sure you distance the Cannon Drill prop- 
erly, though. Using it loo close leaves Gammy in recovery long 
enough for an opponent to cause damage! Try to conned with the 
very tip of Cammy's legs as the move is ending end she is slid- 
mg on the ground. 


Cammy tucks her legs into her body and rolls into a tight ball, flying 
toward her opponent. If no buttons are pressed, she will land and 
slide along the ground, which will knock down your oppcnenl if it 
connects. Taunt your opponent with a few normal moves (such as 
crouching MK and standing HP) ta lure your opponent into a poking 
game, then suddenly pull out n Hooligan, 



By pressing one of the kick buttons before she begins ihe downward 
pari of the Hooligan roll. Gammy will cancel oul of the roll and land' 
lightly on her feel wilh a brief recovery period. 



COSTUMES 


SUPER STREET FIGHTER II 

tommy's only move in this version that is bettor lhan the Super Sheet 
Fighter It Turbo version is her Spinning Knuckle, The HP one goes through 
projectiles much better than the Super Stmt Fighter tl Turbo version. 
Those who rely heavily on projectiles should he wary of this fact. 

SUPER STREET FIGHTER II 
TURBO 

tommy received a few upgrades 3n the transition from Super Sheet 
fighter ti to Super Sheet Fighter tl Turbo. She gained two special moves: 
the Hooligan Combination end her super combo, the Spin Drive 
Smasher. Her Spinning Knuckle was also changed slightly. These 
changes, however, significantly added to her game, making her mare 
versatile and giving her more options in combat, fie careful when using 
tammy 's ground punch throw from Super Sheet fighter ti Turbo against 
another Super Stmt fighter tl Turbo character. Super Turbo characters 
have the ability to soften throws, and Cammy has a lot of recovery lime 
after tier ground punch throw. Against characters like Zangief, this can 
lead to easy Spinning Piled river setups, which is a poor tradeoff for the 
damage of a softened throw! 




COMBOS 



SUPER STREET FIGHTER IE 

Cross-up HP HF; + + MK, HK Cannon 
Drill 


Jump-in HK, HP, HK Cannon Spike 



SUPER STREET FIGHTER II TURBO 

Cross-up jumping LK, crouching MP, 
dose standing HfJ HK Cannon Drill 


Jump-in HK, + + MP r * + M, Spin 
Drive Smasher 


SUPER COMBO 



r \ * t v * + K Spin Drive Smasher 

Cammy performs a multi-hit Cannon Drill, followed by a multi-hit 
Cannon Spike. Unlike a normal Cannon Spike, she won't bounce 
away if the Spin Drive Smasher gels blocked. This move has enough 
invulnerability to move through projectiles, normals, most special 
moves, and some super tomb os. However, it leaves her very vulner- 
able if it gels blocked due to the lock of a bounce hack. Once you 
have the super meter to use it, this move becomes difficult to count- 
er well -spaced Cannon Drills, since you can activate the Spin Drive 
Smasher as soon as Cammy recovers from the Cannon Drill! By per- 
forming the motion for the super combo as the drill is recovering, you 
can wait to see if your opponent throws out any moves. If they 
do, press a kick button to activate the super combo. 


GOOD MATCH-UP 

VS DHALSM 

The priority on tommy's jumping MP almost single-handedly wins this fight. This jumping attack will heat or 
trade with all of Dhokim's limbs and slides, enabling you to attack relentlessly, tommy's slim character sprite, 
and somewhol high jump, makes it easy to jump straight up and down over projectiles. She con come down 
with MP lo boat any limbs Dhakim may throw out as she foils. The wide horizontal arc of tommy's Cannon 
Spike enables you to keep Dhalsim from jumping away with oir attacks. By keeping on the pressure, you can 
harass Dhalsim with the Hooligan Throw, which is easy to connect after o dose standing HR 


BAD MATCH-UP 

1 IS A*. BfSOA/ 

The difficulty in this match is in the superiority of M. Bison's pokes. His standing MK ond HK have more ronor 
and they cause more damage lhan tommy's pokes. Additionally, he can use his jumping MP to beat :/ 
tommy's Hooligan Combo [Super Sheet Fighter It Turbo only), which leaves her with Cannon Drills and Connor 
Spikes, both of which ore risky to use, tommy is also a good target for cross-ups and M. Bison's jumping 
is one of the best in the game. It's difficult to beat M, Bison's pokes with tommy's, so don't try it. If you elect 
lo go ihis route, your opponent will be forced to use his Psycho Crusher or Knee Press. Try to anticipate ths 
moves ond use a Cannon Spike lo counter them, although this is proves difficult because of the range differ- 
ence. If you con bait an HR Psycho Crusher from M, Bison, |ump backward and punish it with a jump-in corr : : 
You have some oplions if you knack him down. Either use a wake-up dose LK into a regular throw, or I 
Hooligan Combo (Super Street Fighter II Turbo only), or try to land a cross- up jumping LK. This is risky, ihoup 
as it is difficult to lime the cross-up. 
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Peg Jay 



STANDING 


Dee Jay's standing normal moves make for o good arsenal of both 
defensive and offensive attacks. Standing MP is great against jump-ins., 
especially characters with great jumping ability, like Chtm-Li. Standing 
HP can be used in the seme mann erf priority ii not as good], but it 
should be used when an opponent jumps from farther away. 
Standing LK is a great poke that has decent range. Etolb MK 
and HK are also good pokes, but because of their slow 
recovery time do not abuse then!.. 


STANDING CLOSE 


Several of Dee Jay's dose normals are useful in com- 
because many of them fink easily together: for 
example, you can link two standing MP attacks from 
close range, or a standing MP into a standing HP. One of 
his better close normals is h% which cun he used in com- 
bos or as a reversal attack. 


CROUCHING 


Dee Joy's crouching normal attacks are 
extremely versatile and very Impor- 
tant to his gome. His crouching MP 
hus excellent priority against 
many attacks (for example, 
Dhulsim's limbs) and it can be 
linked into combos. Crouching HP can be 
used os an anti-air attack, and it has great 
priority against other normal Attacks. It 
inflicts solid damage on its own, hut when worked 
into combos, it unleashes some serious damage. 


THROWS 


Dee Joy has a very good punch throw (■►/+■ -r MP) with 
great range. Mixing up throws with cross-up attempts is a 
very strong tactic to employ. If you can stay on top ol your 
opponent and keep him guessing how to block, It's much eas- 
ier to get in a throw. The punch throw has good: recovery, 
enabling you to advance toward an opponent. His kick throw 
is not as strong, though, in a throw situation, it's best to use 
the punch version. 





— 








JUMPING 

Nile in the oir. Dee Joy has several options depending on his opponent. 
-■ -lo-air his jumping LP is effective if \\ is used before an opponent ran 
s his. This move stays out for u very long time, and il has a very high 
” orily. IPs great to jump in when you have on opponent in I he corner 
rd they ore being forced to jump out (Bison trying to use a jump MR 
r example}. Dee Jays jumping LK attacks (regular and special) differ 
significantly. The regular version isn't the greatest, however, the special 
'timal (+ + LK) hos good priority in the air and it can be used to start 
.:mhos. Jumping HP is an excellent combo starter, and it will snuff sev- 
eral anti-air specials (Chun's Whirlwind Kick, for example). The timing 
: difficult, tough; press HP earlier than normal. Jumping MK is one of 
best cross-ups in the game and a great way to start combos, 
imping HK has greol range for jumping over projectiles and hitting an 
:pponent's hands during recovery. You can also start combos with i! and 
use it as a cross-up in some situations. 


SPECIAL MOVES 


SPECIAL NORMAL 


tn air, 4 + IK 


Knee Shot 


Dee Jay has an alternate jumping LK, which has very strange 
properties in how it hits. In addition, you ran cross-up your 
w opponent v/ilh this move. 


t + HP 


FORWARD 


► FIERCE 


* / * + MK 


Charge*, j + F Max Out 

DeeJay's Wax Out is a fast projectile once it gets going, however, it's 
initial release lime is a little long. In addition, the Max Out has con- 
siderable lag after release. The projectile is long, which mokes jump- 
ing over it difficult, especially when an oppcnenl is trying To [amp 
straight up. IPs useful at negating other projectiles, though. Use it in 
combos and to apply pressure at full-screen, 

# 


me Maximum jacjtnrre 


UU^ U1 u 


ljuuu uiui-uii uiiulh. mu u \ version 


lias high priority and is great against on opponent who is jumping in. 
The LK version hits once, the M connects twice, while ihe HK hits 
three limes. When used as a reversal, use the LK version. Tills move 
is great in combos, since you can juggle with two hits of a super 
.yftf combo after hitting with the HK version. 


STRONG 


Charge i f * + F, P rapidly Hyper Fist 

The Hyper Fist is a move that can really swing the fight in your favor 
once mastered. Although the Super Street Fighter li version was 
invincible on start-up, this feature was removed in Super Street 
Fighter t! Turbo. However, timing the buttons in the right pattern can 
yield many hits. It's best used after hitting with a cross-up 
altack followed by a crouching normal, 


* / * + MR 


Charge *, * + K Double Dread Kick 

Ihe Double Dread Kick is n special move that hits one or two times, 
depending on which button you use, MK and HK bath hit two times, 
so use them in combos only. Trying to hit with the second hit of the 
MK version is an interesting strategy, because you can advance 
toward an opponent and if the first hit misses, the second move 
tames out very fast. Use the LK version in close quarters, since 
Vfe It goes over crouching attacks. 


Charge ♦ * K 


Maximum jacknife 


COSTUMES 









SUPER STREET FIGHTER II 

Dee Jay was on unknown commodity when he was first introduced, ll 
Quickly become apparent that he is better suited for dose-quarters com- 
bat than fail-screen. His Hyper fist could pass through projectiles, and it 
was also useful as an anti -air special attack. Several combos help his 
game, os well as decent overall speed, bat he is not a dominating farce. 
He is most effective fighting at close range, mixing up throws and using 
his powerful combos. 


SUPER STREET FIGHTER II 
TURBO 

Super Street fig/rfer tf Turbo Dee Jay is n very strong character in some 
aspects, but weak in others. He is a) his best while an top of an oppo- 
nent after knocking them down. His gameplon centers around mixing 
up his powerful combos with throws and lick-thraws, tempered with bis 
ability to keep an opponent pinned in the comer. Avoid playing in the 
traditional J| Guile'' mindset [sit and throw projectiles until an opponent 
jumps, then Somersault Kick); if not, you'll get eaten alive because of 
his weakness against projectiles. Instead, gel a mid -screen knockdown 
and mix up some of the deadly cross-ups into Hyper Fists far dizzy 
potential, or use Maximum Jacknife kicks for position. Pin your oppo- 
nent in the corner and use Dee Jay J s high priority normal attacks and 
hb arsenal of special moves {such as HP Max Out and LK Dread Kick). 
The addition of a super combo does add another dimension to his orse 
im£ It provides a legitimate reversal move and a method to punish close 
projectiles. 


COMBOS 


SUPER STREET FIGHTER II 




Cross-Up MR, * + LP x3, Standing 
MP # HK Double Dread Kick 


Cross-Up MK, + + MR MP r HP Max 
Out 


SUPER STREET FIGHTER U TURBO 

Cross-up MK, Crouching LP, Crouching 
HP, Hyper Fist 


Cross-up M, Crouching Crouching 
LK, HK Maximum Jackknife, Dread 
Carnival 


SUPER CUMBU 



charge - * * * ■ + K 


Dread Carnival 


At dose range,, this super combo passes through projectiles and 
smacks your opponent four times. Daring the execution of the move, 
charge down for two seconds. Then, when the Dread Carnival finish- 
es executing, unleash a Maximum Jacknife to juggle for two more 
hits. This super combo is great to twitch out in dose range when 
ploying footsies, especially if an opponent flinches with a 
JS$Ip?slower normal attack. 


GOOD MATCH-UP 

VS FEI-Lom 

When fighting against Pei-Long, the priorty of Dee Joy's normal attach 
plus the ability to pressure from a distance with Fast Max Ouls r crec ^ 
an advantage. You don't need to jump toward FeMong; instead, let h 
Long come lo you. The one thing to look out for is Fei-Long's standee 
HP/Forwurd Hop kick trap, because it will force you to block high cst 
lose the charge for a Maximum Jacknife. However, if you are block - 
low while Fei-Long uses his slanding Hi^ then you should have lime s 
execute an Maximum Jacknife to escape the trap. 


BAD MATCH-UP 

VS RYU 

Dee Jay has a decent projectile in his Max Out, however, he has much mure delay on it compared to other projectiles [Guile's Sonic Boom, for ex:* 
pie). This keeps him ot n disadvantage against Ryu's faster Hodoken. A paitent player can pepper you with the Hadoken, forcing you to jump. » i 
can often recover quickly enough from his Hadoken to use his Shoryuken on any of Dee Jay's jump attacks, To succeed in this fight, try to km 
Ryu down os soon as possible and stay an top of him. Throws work well, os does baiting a Shoryuken. The adds are good that the person piny : 
Ryu will try a Shoryuken on woke-up. If your opponent doesn't use o Shoryuken, try a fast sweep with crouching MK to knock him bock dowr . r 
on top of Ryu and don't let your opponent dictate the pace of the fight with projectiles. 
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Fm Lung 



STRONG 


Fai'Long 3s built for oil ticking and offend und bis normol moves reflect 
this. His pokes have high priority and many of them link together, 
allowing him to fand devastating combos with ease. Additionally, all of 
Fei- Long's standing normal attacks (with the exception of standing HK) 
can be buffered into his Rekka Ken rushing punches. Stranding It Pis Fei- 
Long's standing poke of choice. This attack may discourage players who 
like to throw projectiles constantly. 


STRONG 


FIERCE 


Fei-Long's dose standing normals complement fits game very 
. well, because so many of them link together. All of them 
' [except HK) can be buffered into his Rekka Ken punches. 


' M ? t HP and MK are probably the most viable dose' range 
options. Close standing IMP easily links to his dose stand- 
\ ing HP oc his crouching HK sweep, lending to a knock 
\ down or additional damage. Close standing HP is one 
\ of Fei-Long # s best options, especially when on cppo- 
. nent is rising. Although it normally has a long 
T 1 recovery, it con be performed early, allowing 
you to link more normals after it! 


ROUNDHOUSE 


STRONG 


FIERCE 


Fei-Long's crouching packs complement his attack game with decent 
range, goad priority, and the ability to buffer into his Rekko Ken punches. 
Crouching HP is ana of Fei-Long's greatest assests. Although it doesn't 
combo info bis Rekko Ken punches, it has a great deal of priority, range, 
und o high dizzy potential. If this move is used as a wake-up attack against 
on opponent, you can link it to another crouching HP which has o high 
chance of dizzying your opponent. With the exception of HP and HK, ail of 
Fei-Long’s crouching normals can he buffered into his Rekka Ken punches. 


This enables him to keep pressure on opponents and it provides several dif- 
ferent looks via links. 




His punch throw fosses an opponent into the air in the direction you choose. 
The kirk throw is similar, although he throws them by the neck instead. 

After a knockdown, Fer-Lorcg con move nexl to an opponent and unleash 
a standing or crouching attack while his opponent is rising, forcing them 
to block. From there, you can walk forward and perform a throw as your 
opponent recovers from the blocked attack or use the overhead special 
normal (■*/+* + MK], or even a Rising Dragon Kick, With his huge dam- 
age potential, opponents must be wary when gutting off the ground. 














JUMPING 

Wilh great ground mobility [due to the Rekko Ken punched it's not nec- 
essary to Joke to the dr often. When he does, however, he has a formi- 
dable array of options. His jumping HK is an excellent jump-in, useful for 
:oth cross-ups and starting combos. His jumping LP stays out far a long 
■'me, allowing him to throw it out early and jump in against an opponent, 
'ne only jumping normal move to visibly receive o change (for reasons 
aat become evident) is HK. This move is now a straight legged kick, 
■other than the odd Iwisling kick from before. This move also locks the 
:rnss-up properties of the old jumping HK. 


SPECIAL NORMALS 


■* / + MK Forward Hop 

Fei-Long has two special normals. The first one is o quick overhead hop- 
ping kick. Without this move, opponents could simply block low with no 
fear of attacks that can hit high. By occasionally including this move 
during dose -range combat, you con land a few extra hits in the poking 
game and swing match bs bn ck in y our fa vor. Wh en an op p o n ent 
retaliates after this move, counter with a Rising Dragon Kick. 


Although this move hasn't changed from a visible standpoint, 
Fei-Long now hops forward sfightfy when ■* is held. Otherwise, he 
lH^simply hops in place as in Super Street Fighter ii 


FORWARD 


f + MP 


The other special nonrial ( ■* + HK) isn’t quite 05 useful, but it still hos 
its place. This forward-moving kick hits twice at close range, leaving 
Fei-Long dose to his opponent. It can cover a great deal of distance, 
but comes out a little slew. Unfortunnlley, the move con be punished 
before ii actually hits if it is performed loo far away. 


COSTUMES 





SPECIAL MOUES 



4 * * + P (repeat up to 3 times} Rekka Ken 


Fei-Long slides along the ground, extending his fist. The punch used 
determines the distance he travels {HP goes the farthest}. Three 
Rekka Ken attacks can he performed in succession, creating an easy 
3-hit combo. When one connects, use the same strength button to fin- 
ish the combo; if not, it may miss. 

The Rekka Ken is Fei-Long's bread and butter. Because so many of 
his normal moves con he buffered into the Rekka Ken, you will 
almost always throw these out in some way. They alsa serve well as 
pokes, allowing you to pressure blocking opponents not only with bis 
normals, but with the chip damage from blocking I he Rekkas and the 
threat of them actually connecting. 


The Rekkas should be considered an extension of his poking gome. 
By using Fei-Long's high-priority normal pokes, and dragging an 
opponent into o ground-based poking game, you can switch to using 
his Rekka Kens for punishing whiffed (or dodged) normal moves with 
recovery time. Also, his Rekkn Kens ore relatively safe when blocked, 
os long os he hits his opponent at the end of ihe sliding motion. 
This takes practice, hut it is well worth the effort. 



<%■ \ * + K Rising Dragon Kick 

This is Fei-Long's anti-air flaming kick. He spins into the air. one leg 
on fire, whirling the other one around him. The stronger the kick but- 
ton used, the further into the oir be goes. The HK version hits twice. 

This move serves o variety of purposes. It is normally used os an anti- 
air attack, discouraging opponents from lumping. It also works well 
in combos, since it couses very good damage ond it's more reliable 
than the Rekka Ken punches. It con be used to hit pokes from oppo- 
nents at close range, especially f el lowing Fei-Long's overhead kick 
special normal. 

Be very careful with the HK version of this move. Although it can hit 
twice, if ihe opponent is too far awoy, the second hit will whiff ond 
the opponent will net gel knocked down. 



The Dragon Arc Kick is a fontuslic move that helps Fei-Long's offense. 
Performing this move causes Fei-Long to launch into the air toward 
on opponent, using the animation similar to his jumping HK from 
Super Street %i?ter fl. This move con hit up to three limes. The 
button used determines the distance he travels across ihe screen. 

By performing a normal attack that causes a lot of block stun {dose 
standing HP, for example}, Fei-Long can buffer II into the Dragon Arc 
Kick, leaving only a small window of opportunity for an opponent to 
attempt to hit him out of It. This is especially difficult far certain 
charge characters, or those without good reversal moves. Since Fei- 
Long recovers instantly upon landing, perform the normal move 
when he lands and buffer il Into the Dragon Arc Kick! 

This move is extremely versatile, allowing Fei to hop over projectiles 
ond load big damage combos and juggles. While the motion is 
uliar, ifs definitely n move you'll wont to learn. 
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SUPER STREET FIGHTER II 

Super Street Fighter //brought us the martial arts master Fef-Long. He 
nought d unique style to (he game, utilizing high-priority ground 
"naves in the form of his Rekka Ken punches, and a decent anti-air 
attack with his Rising Dragon Kick. Playing os Fet-Long means sacrifice 
ng any kind of iang-range strategy in return for huge damage poten- 
~g[. His ftekkc Ken punches link together, making them excellent for 
unishing a missed poke attack or moves ihel have a fnl of recovery, 
feu may experience difficulty fighting characters who hove good 
zefense (such as E, Honda} and those who are skilled al keeping appo- 
ints away (such as Sagat and Dhalsrm). However, even against these 
znponents, he can slowly work his way in dose where his skills rise. 


SUPER STREET FIGHTER If 
TURBO 

: ii- Long's Dragon Arc Kick is a powerful new tael, plus he retains most 
: : his lugh-damage combos from Super Street Fighter //. The Dragon Arc 
‘ ck enables him to work into dose range against opponents, which 
neons he's no longer at a disadvantage against long-range characters 
ike Sagat and Dhalsim, However, because his game is so ground-hosed, 
he still has difficulty cracking open a tough defense. Fei-Long's game is 
still hased around his Rekka Ken punches. By repeatedly poking with 
■*ese punches, you can slowly force opponents back into the corner. By 
Jng different strength versions of the Rekka Ken, it's possible to bail 
:zt u poke from an opponent that wilt miss, thus allowing you to rush 
n far n powerful combo or knockdown. Fei-Long is most dangerous 
; gainst on opponent who gets knocked down, because bis high-priority 
normal moves serve as great wake-up attacks. When opponents begin 
: fear the damage potential of Fei-Long's combos, it leaves them open 
■; his throws. 


GUMBOS 

SUPER STREET FIGHTER II 

Jump in HP, * + m HP, HP Rekka 
Ken x 3 


* + HK, + + HP 


SUPER STREET FIGHTER II “DIP” 

Close standing MP, crouching MR 
Rekka Ken X3 


# 

+ + HR * + 11, HP Rekka Ken x3 


SUPER STREET 


SUPER COMBO 


Dragon Arc Kick, LR + 4 LR Rekka 
Shin Ken, Dragon Arc Kick 


Rekka Shin Ken 


: 3i-long performs five consecutive Rekka Ken punches in this combo, 
though this move leaves him very vulnerable if it whiffs, he is com- 
: elely safe If an opponent blocks it and it is invulnerable far most of 
k duration of the move! This provides a fantastic anti- projectile 
technique, as well as creating options after a blocked Rekka Ken 
j^pseries or a Dragon Arc Kick. 


GOOD MATCH-UP 

1/5 ZANGIEF 

While it seems that Fei-Long's need to gel close to opponents would hurl him against Zangief, his normal moves save the day, in particular, his stand- 
ing HK and crouching HP. The standing HK will beat any jurnp-in that Zangief attempls, including his Body Splash. This prevents Zangief from sel- 
ling up his Spinning Pile Driver, leaving him with his crouching HK and standing MK moves. Both of these moves can be harried by a crouching HP. 
Additionally, o whiffed crouching HK from Zangief can be punished by HP Rekka Kens. 

BAD MATCH-UP 

1/S £ HONDA 

This motch heavily favors the Sumo wrestler due to Fei- Long's lack of viable offensive options. E, Hondo's LP Headbutt can heat any of Fei- Long's 
jump-ins, including the Dragon Arc Kick (5uper5/ree/ Fighter tl Turbo only). This leaves only ground strings and Rekka Kens to rely on, E. Hondo's 
defense is powerful ogainst any character without a projectile. Try to baft HP Headbutls from F, Hondo to make him jump backward io counter it. 
Crouching HP can also heal many of E. Honda's pokes, but it runs a serious risk of being hit by o Headbutt. 


V. Hflmh 



STANDING CLOSE 


West of I Hewk's close normals ore useful for setting up throw 
attempts with Ills Storm Hammer and tom bos. (lose IP, LK, and 
MK ore excellent moves to force ait opponent to block in order to throw 
them. Close MP and MK ore the primary moves to combo into 
Thunderstrike to knock them down. Close MP is also a good anti-air 
against players who try cross-ups. 


CROUCHING 

I Hawk's crouching normals compliment his standing normals as pok- 
ing foots to frustrate an opponent and get closer His crouching MP is 
probably his highest priority ground normal, trading wllh or heating a 
large number of attacks. Crouching MK is also good for trading with 
moves that crouching MP can't beat. 


THROWS 


fie cause T. Hawk has a more powerful special move for a 

throw, you may shy away from using his normal throws. 
His best throw is the HK version, because it's impassible to 
tech regardless of the version being played. In addition, 
it sets up perfectly for either a well-timed jump-in or 
ground poking game, if you decide to use a ground puking 
game, use his Storm Hummer or attempt a combo. 


STANDING 


l Hawk's normal moves are primarily poking moves that enable him to 
get in close to set up throw attempts with his Storm Hammer, Standing 
HK Is good for punishing missed moves from far away, while the 
■T p x . standing MP Is useful for stopping or trading with projet- 

- tile attempts. 


jmm 
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JUMPING 


SPECIAL NORMAL 



t Hawk's best air move is his jumping LP ft stays cal a Jong lime, lias 
great priority to trade or stop various air counters, and the move sets 
jp his Storm Hammer perfectly The only problem with his jump LP 3s 
J iatsome cho ratters have a perfect counter for if (i.e. the crouching MK 
:: tommy, M, Bison, and Blank a). In this cose, [urn ping HP can he used 
to stop these attacks. I Hawk's jumping MK is his primary cross up 
ittack. If you're playing the Super Street Fighter II version of I Hawk, 
’owever, his Heavy Body Press will also cross-up. 


Heavy Body Press 


T. Hawk's Body Press is the second best cross-up in the game, only 
trailing hehitid Zangief This move is great for storting combos off 
with big damage, or putting year opponent in faJnck stun, and forc- 
ing them to escape the Storm Hammer [Which is extremely hard to 
da), if the Body Press hits a crouching opponent, the window of 
. opportunity is expanded, allowing you more time to connect a 
bigger combo. 


STRONG 


STRONG 


SPECIAL MOUES 


Storm Hammer 


Thun dor strike 


T. Howk's Storm Hammer is the most powerful non super combo 
move in the gome. Use it to punish whiffed moves and tick throw 
after blocked normals (like his jumping LP, standing or crouching LP r 
or dose MK), The range for this throw is not as good as Zangief 's 
Spinning Piledriver, but there is no whiff animation, which 
makes this move a hit safer if you are loo for away. 


The Thunderslrike is T. Hawk's best anti-air move. It has decent pri- 
ority and tan be used as a wake-up reversal. It is even an option at 
dose range to go through projectiles to hit an opponent. Avoid using 
the MP and HP versions of this move, except in combos. The reason 
, bein g is that only the second hit of the move wifi kn ock down . 


FORWARD 


In air, all 3 Punch buttons 


The Hawk can be a great sup rise move. When used properly, if con 
punish projectiles [or other slow attacks) that have u longer delay. 
You can also use it after a Storm Hammer, and you cun land right 
next to your opponent and set up another Slorm Hammer attempt as 
they wake up. 



JAB 



wWJK ' > 


* / * 

* + LP 



COSTUMES 




SUPER STREET FIGHTER II 

! Hawk's primary slralegy revolves around gelling dose ta fend his 
Storm Hammer. From further away, you can use bis slaving HK, stand- 
ing MFJ crouching MP, and MR lo beat or Irade with moves la make your 
oppcnenl hesitate about sticking anything out. If an opponent is keep- 
ing you oul with projectiles, use The Hawk move against slower ones, 
and jump straight over ihe quicker ones la advance dose enough to use 
standing HK or landing MR If your opponent doesn't hove n goad anti- 
air move, get in dose and unleash I Hawk's jumping LP to sel up some 
throw attempls. The Thunderslrike is a good attack up dose to knock 
down an opponent. After a knockdown, 1 Hawk gains the advantage. 
Use cross- up MK or the Heavy Body Press, crouching LPs, crouching MP r 
and close standing MK against an opponent who is waking up to force 
Ihem lo block, then you can go far lick throws with T. Hawk's Slcrm 
Hammer. 


SUPER STREET FIUHTER II 
TURBU 

I Hawk's bigges! addition lo his arsenal is his super combo, Depleling 
about half of an opponent's life fear, this is the most powerful move in 
ihe entire game. His Heavy Body Press is now much more difficult to use 
as a cross-up, end it is in i possible to use against some smaller char de- 
fers, Also, his standing HK no longer tills crouching opponents. 


COMBOS 




SUPER STREET FIGHTER 11 


Cross-up MK, MR, HP Uphawk 


W 

SUPER COMBO 


In air, Cross-up + + HP, + f LP, MK, 

LP Uphawk 

SUPER STREET FIGHTER II TURBO 

Cross up MK, * + M r * + LP, HP 
Uphawk 


& 

Cross- up MK, + + LPx 2, standing LfJ 
LP Uphnwk 



Double Typhoon 


720 -t- P 


With ihe Super Meter filled, use this move in place of any Storm 
Hammer for added damage, like all super combos, your character is 
invincible at the beginning of ihe move and it's passible to tick-throw 
to make some nearly unescapable setups. It will grab o lot of rever- 
sal moves, including Tiger Uppercuts and Shoryukens! 


GOOD MATCH-UP 

VS CHUN-LI 

Although T. Hawk doesn r l have an advantage in this fight, it is much less of an uphill battle lhan o lot oF other possible matches. With the except^ 
of a properly limed Whirlwind Kick, Chun-Li will experience difficulty against T Hawk's lumping LP. Take advantage of this by performing ihe Store 
Hammer, Ground lo ground, Chun -Li's normals are faster and have mere priority than I Hawk's, so you may be limited to standing and crouduq 
MP to attempt lo trade or heat her moves. Be patient against her poking game and wail for an opportunity la lick-throw her. If you con gel her - 
the corner with a knockdown, unleash repeated lick-throw attempts lo make if difficull for her to escape, 

BAD MATCH-UP 

VS HONDA 

Against a defensive-minded E, Honda player, T. Howk will have a hard time causing much damage. T, Hawk cannot jump in or poke very we!! t 
fear that E. Honda's Headbutt wit! cause a lot of damage. Your best bet is to move dose lo E. Honda and bait a Headbutt from him that you a> 
jump over and punish, if E. Honda isn't charged, go for ihe aftnek. Without his charge, he ennnot defend against T. Hawk's jumping LP as we! fe 
careful wtlh tick-throw attempts against ihe Super Sheet Fighter li Mo version of E. Honda, though, because he has his own special move \tnm 
that can be used to reversal out of o tick-throw attempt. Try to space any tick attempts so that you ore too far away far him to throw you, hut : 
are still in range with T. Hawk's Storm Hammer. If you get ihe advantage in this fight, step back and take a more defensive approach. T. Iwi i 
crouching LP enn slop offensive Headbutt attempts. If E. Honda tries a Sumo Splosh , block it as he comes down and use the Storm Hammer Jn 
he lands. If he attempts to advance toward you, simply attack because he won' I have his charge far his Head butt. 
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Hhuma 



Akuma is the boss of all bosses and his power scores the mast hardcore players. Because Akuma is a secret character and all of his moves have an unfair advantage, he 
is considered one of the best boss characters created far a fighting game. His Zanku Hadoken and Shakunetsa Hadoken moves are extremely powerful Akuma can deplete 
almost 905 o of your character's health bar with a single hit. 

To select Akuma in battle, choose the Super T mode from the menu and let the cursor rest on Ryu for four seconds. Then move to L Hawk for two seconds, then on to 

Guile for two seconds, then move if to Cammy for two seconds. Lastly, move the cursor back to Ryu for two more seconds. After doing so, press the START button and all 

three Punch buttons at the same time to make Ryu's picture turn completely black. This means you have successfully picked Akuma! 


STRONG 


Due to Akuma's great speed and the fad 
she! lie has the same normals as Ryu: and 
Ken, his normals are twice es good! 


ROUNDHOUSE 


SHORT 


FIERCE 


STRONG 


Akuma is very similar to Ryu when St comes to 
” ~ ^ dose normul moves. His dose MK can be followed up 
vdlh a special move, and his HK hits twice. 


FIERCE 


STRONG 


Akurna has the same basic crouching moves os 
Ryu. His crouching MK is good For tv/o-in- 
ones. Crouching HK is grout at knocking m 
opponent eff his feel, plus the move is 
Extremely fast. 


► 

SHORT 

2j 

mm 

i + LK 
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FORWARD 


40! ! 1 ! ! ; t Mtli I 


* / * + m 


* \ •+■ + Any P Go Hodoken 

His Go Had&ken Is unbelievably fust. This Hodoken comes out of 
nowhere and can hike down its target in no time of all. 

& 


+ + HP 


FORWARD 


t + MK 


ROUNDHOUSE 


Go Shoryuken 


Akumo's Go Shoryuken uppercut hits three times (like Kelt's), but it 
does so with any Punch button. Jl also hits three limes us on anti-air 
move. 


Shukunetsu Hodoken 


The infamous Shukunetsu Hodoken can knock down on opponent ot 
any distance, plus if hits three times. This is one of two moves that 
Akumo has that makes him far superior to any character in the 
gome. Since it has almost zero recovery lime, this move can keep 
^opponents permanently locked down. 


THROWS 

Because Akuma has blinding speed, Ills throw game is ridiculous! He can 
lock dawn on opponent with his Zanku Hodoken or the Shakunetsu 
Hodoken, then swoop in for a quick throw. 


STRONG 


STRONG 


SHORT 


+ + LK 


Abma's Tatsumaki Senpukyuku is incredibly fast and it has juggle 
potential. You con link up to three hits in the air, with any combina- 
tions of Shoryukens or Tatsumaki Senpukyakus. 


JUMPING 

-*s air moves are somewhat standard. He doesn't really need anything, 
-ce he has the best air move in the game. 


t + IP 


SPECIAL MOVES 


In air, + v ■» + P 


Zanku Hodoken 


This move is perhaps the most feared by opponents. This move puts 
any opponent into a blocking animation for at least three or four sec- 
onds, and it con trigger massive 8 -hit combos. 


* + MP 


■ 







In air LP Zanku Hadoken r jump in HIJ 
jump up HP Zankui Hadoken, + + 
MP, bonding NIP, HK Totsumuki 
Senpukyaku, NIP Shoryuken 


COMBOS 

SUPER STREET FIGHTER II TURBO 

Jump in HK, 4 + MK r HPShnbrcebu 
Hadoken 


Cross-up HK r 4 + M K, H K Tctfsumakl 
Senpukyoku, LP Shoryuken 


In oh LP Zanku Hcdoken, bonding 
HP, Shakunetsu Hadoken 
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Before you dive inlc this comprehensive strategy guide, lake a few minules lo read 
through this glossary of gaming terms. These terms ore mentioned throughout the 
guide, so your familiarity with them is paramount. 


6Lossmy of toots 


360 MOTION COUNTER MASH 


Spin the controller or joystick in a circle. Basically, only six consecutive 
points on the joystick (or controller) must be hit. 

A defensive mash. Press the buttons repeatedly lo reduce the number of 
hits on certain throws. 

720 MOTION 

DAMAGE REDUCTION 

Spin the controller or joystick In a circle twice. Basically, only 12 con- 
secutive points on the joystick (or controller) must be hit. 

ABSOLUTE GUARD 

Attacks inflict less damage than normal when they are part of n combo. 
The mare hits in the combo, the less damage (a reduced amount of its 
standard damage) each additional move causes. Canceling end super 
canceling also decreases the damage of all the attacks that follow. 
Damage reduction resets after the combo is completed, 

DIZZY 

Synonymous with stun. When the stun bar gets maxed out, the charac- 
ter becomes paralyzed and cannot do anylhlog until he gets bit or the 
dizzy stale ends. Mash the buttons to reduce the amount of dizzy time. 

DOUBLE TAPPING 

Quickly pressing the same button twice in a raw. 

After blocking the first hit of □ comho, the rest of the hits are blocked 
automatically, 5/reel Fighter Ilf: 3rd Strike is the first Street Fighter 
game lo remove absolute guard, 

AMBIGUOUS CROSS UP 

A jumping attack that may ar may not cross up. It should be executed 
in such a way as to confuse on opponent's ability to block on reaction. 

ANTI AIR 

A move used to atlack a lumping opponent from the ground, 

BAIT 

DRUMMING 

Quickly pressing all three punch or kick buttons in succession. 

EX 

fa lure an opponent into attacking. 

BLOCK 

A faster, more powerful version of a special atlack ihnt usually causes 
mare hits than the normal version, EX moves consume ihe Super Meier. 

FOOT GAMES (FOOTSIES) 

To successfully guard against an attack. Blocking can be done from a 
high or low position. 

BLOCK STUN 

Fighting an the ground from a distance with low kick attacks. A big part 
of foot games is to bait opponents lo attack while your character is out 
of range, then counter attack during their recovery from the whiffed 
move. 

The time in which o character is frozen an -screen after a move connects, 
Ihe stronger the move, the longer the block slim. Opponents cannot be 
thrown during a block stun. 

BUFFERING 

FRAME ADVANTAGE 

To conceal the joystick and button presses of n move during the execu- 
tion of another move. This makes cancels and certain combos easier to 
perform. It is also useful for "Psychic" moves that automatically came 
out only if the first move hits, 

CANCEL 

The recovery of an attack is quick enough where your character can 
move or attack again before your opponent leaves hit/block stun. 

GROUND CROSS UP 

To cross up on opponent on the ground. In general, this is accomplished 
by dashing over an opponent's body as he or she quick recovers. 

GUESSING GAME 

To interrupt an attack to begin a new attack hefare the first atlack fin- 
ishes. Only certain moves can be canceled. Generally, normal attacks 
can be canceled into special moves and super arts. Special moves can be 
canceled into super arts. This is crucial for multi-hit combos, ll also has 
advanced applications. 

Any situation that arises in which there is no way to know what an oppo- 
nent will do, so you must moke an educated guess. 

HIGH ATTACK 

CHAIN 

An attack that must be blocked high bill cannot he parried low. 

A series of moves ibat conned or cancel into each other to form a 
combo. 

CHARGE 

HIT STUN 

The lime when opponents are paralyzed from being slruck by an attack. 
They cannot move, block, or attack until the hit stun wears off. 

Press in a direction (almost always T or *■ ] far two seconds. 

CHARGE PARTITIONING 

Opponents cannot be thrown during hit stun unless they have been 
turned around. Hit Stun is only present an an attack that does not knock 

dev.r 

A way to break up the charge times of a charge special move into 
pieces. This enables a character to be active while charging for n special 
move. 

CHIP DAMAGE 

HIT VERIFICATION 

Canceling or linking into the next move of a comho only after seeing 
that the first attack connects. You must verify that the next attack will 
combo before you do it. 

JUGGLE 

A combo that knocks an opponent into the air. 

Damage inflicted to opponents with a special otlack or super art while 
they are blocking. 

COMBO 

A combination of attacks, special attacks, and super ads strung togeth- 
er to hit opponents in sequence before they leave hit stun. 

JUGGLE STATE 

A state in which an opponent is susceptible lo a hit by more juggles. 

CROSS UP 

KARA CANCEL 

A method used to get on the other side of opponents. Any lumping 
attack that starts in front of an opponentlhen hits from behind is called 
a cross up. Opponents must block a cross up in the other direction, basi- 
cally the direction in which they face. 

A Japanese term that means "empty cancel," It is used to describe a sit- 
uation in which you cancel out a normal attack into a special move 
before even seeing the normal attack come out. Usually used lo gain 
extra range an special attacks, such as throws. 


r 




KNOCKDOWH 

Opponents ore hit or thrown to the ground. Opponents cannot be hit 
during a knockdown, with the exception of a few OTG sit uni ions. 


The long bar ot the top of the screen. Any hits taken decreases the life 
bar, When the life bar is depleted, that fighter loses the round. 

LOW ATTACK 

An attack ihnt must be blacked low, but cannot be parried high. 

MATCH RESET 

When neither player has a positional advantage over the other. 

MASH 

To press the buttons repeatedly. This tactic is often used to gain extra 
fills for certain moves. 

MEATY ATTACK 

An attack that starts while on opponent is on the ground. The move 
stays out long enough to where the opponent gels up into the move 
while it is still hitting. This ennbles the attack to hit at a later time lhan 
it normally would. It is good for linking after ihe attack, thus making it 
difficult for opponents to execute a wakeup reversal 

METER 

The long bar at the bottom of the screen that indicates the number of 
super arts, that are available. The longer the meter, the more super arts 
and EX moves you can do. You can build the meter by whiffing moves, 
connecting with moves (hit or blocked), or by being hit. 

MID ATTACK (MfD-LEVEL ATTACK) 

An attack that can bE blocked high or low, and usually also parried high 
or Low, 

MIND GAMES 

Anything from ploying tricks on opponents, to forcing them into unfa- 
vorable situations in which they must guess. The opponent playing mind 
games is generally the one controlling the momentum of the match. 

MIX DP 

Any pattern or series of moves intended to confuse opponents and cre- 
ote an opening. 

MOVE 

(Used as a noun) Synonymous with attack. For example, a "special 
move" (a special attack), 

NEGATIVE EDGE 

Releasing o pressed button. It's possible lo execute special attacks wit 
the negative edge release of a button. For example, to execute : 
Hadouksnwlth a negative edge button release, press punch, then f, * 

■+■ + release Punch. Negative edges are used to simplify complex inpel I 
commands ond make It easier to time a button pross For a linked spe- 
cial attack ar super art. 

NEUTRAL POSITION 

When the controller or [oystick is In the center. Basically, when the jog 
stick (ar controller) isn't being pressed. 

ON REACTION 

Refers to the ability to read lo something in time to either I 
block/parry/execute a super art, etc, 

OPTION PARRY 

A type of option select. You cover your character with a parry befsFs 
committing to o move. 
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OPTION SELECT 

STOCK 

CONVENTIONS 

QCF 

Inputting a command that covers your character for multiple situations. 
Usually used in situations ill which guessing is involved.. 

A term used to describe a sufficienl amount of meter for a super art. 


STUN 

Quarter circle forward (^ v *♦ ) 

OTG (OFF THE GROUND) 

Synonymous with d izzy. When the stun bar gels maxed out, the charac- 


A combo that hits opponents even though they hove ol reedy fallen to 

ter is paralyzed and cannot da anything until hit r or the slun state ends. 

GCB 

the ground. 

Wash ihe buttons to reduce the amount of time stunned. 

Quarter circle back(* * +) 

OVERHEAD 

STUN BAR 

HCF 

An attack lhal hits high. If cannot be blocked or parried low. 

The smaller bar under the fife bar. Each hil taken increases the stun bar. 

Half circle forward^ * + % *+) 

PARRY 

When the slun bar gets maxed out, the character becomes stunned and 
cannot do anything for a brief time. The stun bar gradually decreases 

HCB 

A technique that nullifies on opponent's attack and provides a short 

nn ife n'jjn 

Half circle back (** \ t- * «- ) 

period of time to counter ihe attack. There ore two types of parries: hiqh 

and low. Proper parrying involves a lot of guesswork. 

SUPER ART 

JAB 

PERSONAL ACTION 

Sometimes known simply as "super." Every charader has of least three 

Least damaging punch bulton - LP 

HP +HK. Each character performs a personal action that gives him or 

super arts. These moves, which require complex joystick and button 
inpuls, ore usually a characters most powerful attack. You must have u 

STRONG 

her some sort af power-up. Also known as "ta anting.' " 

full super meter to use them. 

Medium domoge punch button - MP 

POKE 

SUPER JUMP CANCEL (SJC) 

FIERCE 

Usually o low altack, El is used to hit opponents from o distance. 

Most damaging punch bulton - HP 

To cancel an attack into a super jump. To do so r press the button for ihe 
normal attack, then quickly tap + # . Only a certain few norma! attacks, 
special moves, and super arts con be super jump canceled. 

PROJECTILE 

SHORT 

An altar k that travels independently from a character's body. 

Least damaging kick hutton LK 

PSYCHIC 

TARGET CHAIN 

FORWARD 

Any attack tan be considered psychic if an opponent guesses at the right 
time and lands a hit. Only moves that can't be verified are usually con- 
sidered psychic. All hough highly risky a psychic attack can really 
change the momenlirm af a match. 

PUNISHMENT SITUATION 

A series of ctiainahle moves that is o pre-set combo, 

TECH 

Medium domage kick butlcn - MK 

ROUNDHOUSE 

To escape a throw attempt. 

TICK 

toost damaging kick button - HK 

+ 

A quick move used to set up a throw cr any other tricky maneuver. The 
"ticked" move is usually blocked, 

TRIP GUARD 

Used to shew an action occurs ct the same time. Foe example,. ** + MP 
means to tnp back on the controller and press MP at the same time. 

A situation in which on opponent is In the middle of o long recovery 
from nn attack and is completely open, leaving himself open far u 
combo. 

QUICK RECOVERY 

lap # after a knockdown os soon os yaur character hits the ground. The 
character will roll backward and recover to his or her feet quicker than 
normal This is good for retreating away from opponents offer a knock- 

When characters jump they ton block the moment ihey land, provided 
they did not attack while in the air. This is called trip guard. Any parry 
lhat occurs while either player is in the air resets Iffp guard. 

TURNED AROUND STATE 

Used to show a sequence of events, mast often for combo explanations. 
Tor example, X Y either means X is canceled into Y f or lhal Y hap- 
pens Immediately after X finishes if X is ilfel a cancelable move. 

down, However, many characters are at risk to being crossed up on the 
ground during their quick recovery. 

RECOVERY 

Certain attacks hit opponents and turn iheir hadies around so that their 
backs face your fighter. This is the only time in which you can throw an 
opponent in hit stun. 


All attacks lake a certain amount of time after iheir hi! phase to finish 

UNBLOCKABLE 


before a character can move, block, or attack again. This is known as 
"recovery." Recovery is afsa used to describe when a character gets back 
to bis or her feet. 

RED PARRY 

Two attacks wilh overlapping hit boxes cause a situation m which you 
cannot block bolh ol lacks at the same lime, thereby causing an unblock- 
able silutflion, Unblackabfes are guaranteed hits unless parried, or an 
invulnerable move is used to escape it. 


A variation of a parry lhal con only be done when a character is in black 

UNIVERSAL OVERHEAD (UOH) 


stun. The absence of absolute guard in Steed Fighter III: 3rd Strike 
enables characters to leave block stun during a combo and red parry the 
next attack. 

An overhead attack ihot is universally available to all choraders. In gen- 
eral, press ZAP +■ MK. Each choraders UOH is shawn at the slorl af bis 
or her slrategy section. 


RESET 

WAKEUP 

. 

A situation in which you finish a combo with a move lhal knocks oppo- 
nenls back lo their feet. You can usually start a new combo hefcie the 
opponent hilslhe ground, ihus resetting the combo. Resets ore also used 
to create ambiguous cress up situations. 

REVERSAL 

h perform a special move or super art al the first opportunity after 
aeing knocked down, or after earning oul of block stun. 

SHOTO 

Short for Shofokan, Used to describe 3 he character types of Ryu, Ken, 
and Akuma. 

Ihe time in which opponents get off the ground. 

WAKEUP SUPER 

An opponent performs a reversal super ihe momenl he or she gets off 
the ground. 

WHIFF 


When o move does not conned with an opponent. Sometimes whiffing an 
fetlock is useful for building the super meter or setting up another attack. 
Whiffed moves also tend to be vulnerable to counter attack on their recovery. 

ZONE (ZONING) 

(Used as a verb). To control space and keep your character at a distance 
so thol you can dictate the flow of the match. 

m 



(triple Universal Tactics 


1 COMMAND INPUTS 

f?Au commands w w/s gu/de are 

PRESEA/TED WITH THE ASS {/MPT/O A/ WAT 
WE F/GHTER /s FAC/A/G TO THE PLATE AS 
R/GHT WE D/RECT/OA/ WE fP F/GHTER 
PACES WHEN A ROUA/D BEG/ WS, 


V 

FORWARD DASH 

J 




Tapping forward twice makes your character perform a forward dash. 
Dashes are effective for quickly dosing distances. Each character's dash 
has different speeds and properties, including slal-up, overall travel 
time, and recover/ period at the end of the dash. 

BACKWARD DASH 


Quickly tapping back twice makes your character do a retooling dosh. 
If you need to create space between your fighter and the opponent, 
start hock dashing. Some characters have back dashes that are designed 
to be effective up dose. Ryu's bock dash covers an extremely short dis- 
tance. Use this to your advantage, as he con back dash out of an oppo- 
nent's throw range. After the throw whiffs, punish the opponent with o 
combo. Each character has a different back dash; learn each one's 
strengths and weaknesses, 

JUMP 



Pressing Up makes a character jump. You can jump toward {press * } on 
opponent or backward {press * ), The jump is a very daring choice in 
Street Fighter Although it's commonly the first thing lols of people 
choose to do in an attempt la be on the offensive, mast characters have 
multiple anti-air options they can use to deal damage for jumping. Even 
with the parry, jumping is never safe. An opponent can vary which anti- 
air options ihey use and do other tricks la throw off your parry timing 
during a jump and score free damage. It's very important la experiment 
and determine when to [ump to minimize the risk involved in jumping. 


A jump that covers more distance, both vertical and horizontal. Super 
jumps are easier to use in cross ups and when lumping over projectiles. 


BLOCKING 



The basic defense against an opponent's attacks. Blacking makes fight- 
ers immune to normal attacks. While blocking an attack, fighters go Into 
a state called "block stun." During ibis condition, the character is help- 
less so he/she can only block ar red parry. The stronger the attack, the 
longer block stun lasts. 

Blocking has two major weaknesses. First, special attacks still inflict 
some damage If blacked {damage is reduced by more lhan 90 9£). 
Second, throws cannot be blocked. Knowing when to black is key ta tak- 
ing less damage in tight situations. Learn to watch far overheads and 
throw attempts while blocking low to reduce the overall damage taken 
when opponents are close. 

PARRY 

^ vs. high attacks, or while in the air 

+ vs« low attacks I | 

Parrying is a new technique Introduced in Street Fighter tli. It is an 
offensive maneuver that nullifies an attack and provides a brief period 
of lime to counter opponents before I hey recover from their move. 
Many mid-level attacks can be parried either high or low. The controller 
must came from the neutral position before inputting the parry com- 
mand. You cannot mash in a direction, trying to parry all the time. The 
controller must return la neutral and stay there for a fraction of a sec- 
ond before you can attempt another parry. 

You take no damage from parrying an attack. You get frame advantage 
to hi! opponents while they ore caught in the recovery of iheir move. 
The weaker the attack, the more frame advantage you have before 
ihey start lo recover. The parry Input must be done o split second before 
their move is going to hit your fighter. 

Parrying is a high risk, high gain maneuver. There ore law and high 
attacks an the ground, and you can only attempt a parry in one direc- 
tion ol a time. If you guess correctly and parry on opponent's attack, 
you have the opportunity la land a big combo. However, if you guess 
wrong, your character will take damage from their attack, which could 
lead la a big combo. Parrying is a tactic lhal can change the momentum 
of a match in a big way. Use it strategically; sometimes the risk is worth 
the reward. Sometimes, however, it's better just to black. Consider the 
consequences before attempting a parry. 

You can also parry while in the air. Any parry that occurs when either fight- 
er is in the air resets the trip guard. An attempted parry in the air (hot does 
nothing because your opponent did not attack does not affect trip guard. 

Stoef Fighter 3rd Strike also introduces red parries. A red parry is a parry 
that comes from a block stun. Red parries ace possible because Street 
Fighter 3rd Strike does not have absolute guard. In most other SF games, 
when you block a combo, even if you release the joystick after the first hit, 
the rest of the comho hits ore blocked automatically. However, in Street 
Fighter 3rd Strike , if you release the |oy stick your character will start to get 
hit. The absence of absolute guard creoles the option to stop blocking in the 
middle of a combo. The only options at this point are to either get hit by 
the next cambo hit, or interrupt the opponent's combo with a red parry. 
While blocking, wait for a space between the hits of the otlack string, then 
return the stick to neutral, then input a parry in the proper direction before 
the next hit. When timed correctly, your character will slop blocking and 
flash red as you parry the next hit that you normally would hove blocked. 
Red parrying is useful for parrying multi-hit moves, or for attack sequences 
in which you are fairly confident you know what will come next. 



JLM1/IP1NG/CR OUCH IMG SHORTHAND 

For motes /a/volv/a/g a jump, /f 

OA/LY t fS L/STEO, WE A/ WE SAME 
ATTACK EMERGES FROM *■ A A/D * AS t 

THE SAME POLOS TRUE OF GRQUCP/m 
/F OA/LY + fS LASTED r TPEAJ EA/TER/A/G * 
OR * SHOULD PERFORM WE SAME MOTE \ 

FXGEPT/OA/S TO WE ABOVE ARE A/OTED 
(A/ EACH CHARACTERS UST Of MOVES. 


SUPER JUMP 


+ t 



THROW 

IP + IK 

Pressing LP + LK next to an opponent mokes your character execute a 
throw, inflicting a decenl amount of damage and slun damage. Throws 
cannot be blocked, making them ideal to use against blocking oppo 
nents. Normal throws are very fast, coming out in three frames, so they 
can sometimes seem unbeatable at certain ranges. 

There are o variety of ways !o counter throws. ‘"Teching" the throw is 
one oplion. Another simple woy lo offset a throw is to jump straight up 
just as an opponent tries to throw, which should enable you lo avoid it 
completely. Throws also cannot offset any normal attack with a three- 
frame start up. !f a normal attack and a throw came out ol the exact 
same lime, a normal attack always wins. 

Also remember that most throws don'1 have great range, meaning you 
con back aul of throw range to make it impossible to land. Throws will 
also never defeat meaty attacks on wake up, or most moves with invin- 
cibility. Regardless, throws are a major part of mix up gomes in Sfree/ 
Fighter tit. When dose la an opponent, mix in a throw when you think 
the opponent will block, Then use attacks when you think your adver- 
sary will attempt to tech o throw attempt. Add them to your close-range 
gameplan and force your opponent to guess. 

TECH THROWS 

LP j- LK immediately upon being thrown _ 

Ytoen an opponent attempts to throw your fighter, press LP + LK when 
they activate the throw to counter it. The result is that bolh players 
bounce away from each other and take no damage. 

QUICK RECOVERY 

* upon touching the ground after a knockdown 

Quick recovery mokes characters immediately roll backward and stand 
up after they have been knocked down. This is helpful for keeping 
opponents from maneuvering into a potentially dangerous position, 
Yaur fighter is completely invulnerable during a quick recovery. The 
only weakness in this situation is that many characters can dash ihrcugh 
an opponent's body during a quick recovery. This enables opponents to 
dash behind your character and attack on wake up, which tan be ver f 
difficult to black. However, only certain characters can do this against n 
very specific set of characters. 

UNIVERSAL OVERHEAD IUOH] 

MP -t- M 

This is an overhead attack available to each character. These attacks 
come out quickly and are helpful in setting up guessing games. However 
they can leave your fighter susceptible lo damago if dene loo dose to c r 
opponent. By performing one on wake-up {or from farther away so i 
hits on o later frame than normal), you kill the recovery and get a sig- 
nificant amount of frame advantage. This allows for linked super arts r 
other attacks. This is greul for woke up mix-up games, since this gh-es 
your character a potential to cause damage with an overhead. Howe . sc 
oltempting a UGH early enough to get frame advantage makes the over 
head more noticeable and easier ta block, 

PERSONAL ACTIONS 

HP + HK 

Personal actions are bosicolly character-specific taunts. There are ams 
benefits to performing them, outside of looking coot and boosting . 
super meter. 
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PERSONAL ACTIONS BREAKDOWN GILL 


Q 


AKUt IM 

Akuma's attack power and stun damage increase, 

ALEX 

Alex's attack power increases. Pressing and holding HP + HK keeps Alex 
in his launt stance r which builds his attack power to a specific limit. 
Performing the IM repeatedly builds attack power, maxing oul after 
the fourth launt. 


Gill gels art attack power increase. 

HUGO 

Hugo gets on attack power bonus for all attacks except for throws. While 
holding HP + HK, he performs a taunt that increases throw damage. 
Any time a taunl is performed, Hugo gets an additional defense bonus, 
which stacks up to times. 

IBUKi 


Q gets a defense bonus for the rest of the round. This bonus stacks up 
to three times. 

REMY 

Increases Remy's stun damage. Stacks up to four times. 

m 

Increases Ryus stun gauge recovery rate. Stacks up to three times. 


imiHUi 

The bonuses Chun-Li receives depend upon the type of taunt she per- 
forms, Chun- Li has four variations ta her taunt: 

When she yawns, Chun-Li's stun gauge recovery rate increas- 
es. This can he stacks up to three times. 

When she cracks her neck, Chun- Li's attack power increases 
for aJJ attacks except for throws. 

When she pats her shoulder, Chun-Li gets a defense increase. 

When she arches forward, Chun-Li gels an attack and defense 
power increase. 

DUDLEY 

Dudley gels an attack power increase while tossing n rose into the air 
that zeroes in his opponent. Dudley wifi end up holding a rose if addi- 
tional Jaunt attempts are iried before the first rose disappears from the 
screen. In this case, Dudley still gets an attack increase but no super 
meter increase. 

flfll/A 

Elena gets a stun damage increase. The stun damage increase stacks up 
to o total of four times. 


Ibuki leaps toward her opponent and, when it connects, she leapfrogs 
over her opponent and gels an attack increase. Ibuki does not receive 
the bonus if the taunt does not hit. 

m 

Ken receives an attack power increase for all of his attacks except for 
throws. Ken's taunt also hits twice, although the hits do not com ho. 

NIAKOTO 

Makoto's taunl has three segments. Taunting once is the first segment 
and holding HP-r- UK after the first taunt leads to additional taunts (if 
the buttons are held down long enough). The first taunt hits once for 
minor damage and gives Makoto an attack power and stun gauge 
recovery increase. The second gives Makota another attack power and 
stun gauge recovery increase. The third taunt gives Makoto another 
stun gauge recovery increase, 

mono 

Metro receives an attack power increase for all of his attacks exrepffor 
throws, Hold it down to make Necro continue !a flail his tongue. 

ORO 

Ore's stun gauge is lowered slightly. Hold down the buttons to gradual- 
ly lower his stun gauge. 


SEAN 

Sean ihrows a baskelholl that zeroes in on his opponent. When it hits, 
Sean gets a stun damage increase, which stacks up to three times. The 
basketball must hit each time for Soon to receive the stun damage 
increase. 

TWELVE 

Twelve disappears a limited period of lime during his personal action. 
When hit Twelve reappears, blocks an attack, throws his opponent, or per- 
forms a super art. Taunting while invisible also makes Twelve reappear. 

UR/E/V 

Urien gets an attack power increase. Strangely enough, if the taunt hits 
an opponent, Urien does not receive the attack power bonus. 

YANG 

Yang gels an Ditack power increase, but his throws only receive one 
point of increased damage. Yang's fount also hits opponents, 

YUN 

Yun's spinning hat cun hit on every rotation. He gets a full attack 
increase far aff of his special attacks, and a minor increase far throws, 
normal, and special attacks. Hold HP -h HK to make Yun continue to spin 
his hat, which gradually increases his overall attack power. Taunting 
eight separate times has the same effect. 
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UNIVERSAL CHARACTER ABILITIES 


This section covers the universal character abilities. 

SPECIAL ATTACKS 

Special attacks range from projectiles to imilli-liit punch attacks that ore 
great for combos. Learn each character's special attack commands to 
perform them smoothly and swiftly, 

EX SPECIAL ATTACKS 

These attacks are alternate, upgraded versions of a character's special 
attacks, To perform an EX attack, press two punch or kick buttons 
(depending on the special attack) instead of one. Performing nn EX 
move depletes a certain amount of super meter, but if is worth the cost. 
Hairy EX special attacks are vastly superior to the original. They are so 
much better, in fact, that it's possible to base same characters (like Ryu} 
entire game around EX special attacks. 

SUPER ARTS 

Ail characters hove three super arts and you can choose one before each 
r ound. Super arts have varying super meter sizes and stack amounls. 
iuper art selection changes the way any particular character Is ployed, 
so choose the super art that best fits your style of play, 

STUN GAUGE 

’here is a second bar under a fighter's fife her. Each lime o fighter gets 
hit, the bar fills slightly. When it fills up, the character faffs over and gets 


up in a "dizzy stale/' During this lime, the fighter is completely vulner- 
able to attacks. When your character is dizzy, wiggle the controller while 
mashing buttons to escape from dizzy state. Learn to keep an eye on 
your character's stun gauge and defend yourself if it's high. Experiment 
and determine which combos and attacks cause the most stun damage 
so that you can dizzy opponents when the opportunity arises. 

COMBO SYSTEM 

Combos are a combination of a character's attacks, special attacks, and 
super arts strung together to form an inescapable string of attacks. 
Some combos ore flexible, safe ways to cause damage in situations 
where an attnek is not always guaranteed. Others combos are good for 
when an opponent Is completely open to attack, possibly Inflicting 
enough damage in one shot to end the round. Learning each character's 
most important combos— and when they are most useful — is on 
important port of being successful in Street Fighter !H, 

When a character gets hit by an attack that does not knock down, he or 
she goes Into o short period af recovery known os bit slum During this 
lime, a character cannot move, attack, or defend until this window of 
recovery ends. It's possible to attack opponents before they leave this 
recovery and the end result is o combo. 

Because the period of time for hit stun Is usually short, you can't simply 
follow attacks one after the other to form a combo. A variety of meth- 
ods exist in creating combos, each of which have different uses. It's 
important la learn all of these methods to deal the maximum amount 
of damage while stiff being safe from attack. 


COMBO TYPES 

CHAIN COMBOS 

Chains ore combos ihot use normal attacks that ore "canceled" into each 
other. The reason why chain combos work is because you're canceling 
the recovery af the first normal attack into a second normal attack, just 
before opponents leave bit stun. The cancelled attack should never fully 
animate; the next attack in the chain should come out almost immedi- 
ately after the first attack hits. Most chains consist of repeated jobs or 
shorts strung together, like crouching short crouching short with Ken 
or Ryu. However, a specific type of chain, cuffed o target combo, usual- 
ly consists of u variety of normal attacks. 

TARGET COMBOS 

Target combos are character specific; no two characters have the same 
forget combo. Target combos work in the same manner as chain combos, 
so they are often referred to as target chains, or simply chain combos. 

Example: Select Ken and stand next to an opponent. Perform a close 
standing MR then execute u HP just us if hits. When limed correctly, Ken 
should immediately go straight lute a standing fierce oFtcr the M Mitts 
without going into a recovery animation. 

Target combes are specific and only work with a small set of normal 
attacks. Some characters only hove one or two chains— others don't 
have any! 
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LM COMBOS 

Links are ihe opposite of chain combos. Von are nol canceling the recov- 
ery of on attack, instead, the starting attack hits ihe opponent and 
recovers before the opponent leaves hit stun. This enables you to "link" 
anolher atlock after it. In essence, the recovery from executing the 
atlock is shorter limn recovering from being hil by it 

For o link le work, the firs! hit must hove a significant amount of frame 
advantage after it r and the second attack must come out fast Bnough lo 
hit on opponent while he or she is still in hi! stun. The window of time 
lo link on attack after another is short. So, since you musl wait for the 
firs! attack to recover before following up, the liming for links is vastly 
different. 

Allhough difficult lo execute, links ore useful for one big reason: verifi- 
cation. Because the starting attack must recover completely before you 
con link an attack ofler it, ihe recovery of that normal attack con he 
observed. This enables you to decide on wbelher or nol to finish the 
combo. In Street Fighter III, this is known as "verification," which is 
important when il comes to landing specific super arts. 

Example: Ken has a significant amount of frame advantage after his 
crouching strong fills. Although he doesn't have any normal attacks 
fast enough to loke advantage of this, Shippuu-jinrai-kyaku comes out 
fasl enough to link into it. Ken's crouching strong recovery can he 
ohserved before committing lo linking into his super art. If I he low 
strong hits, go straight into Shippuu-finrai-kyaku. If the low strong is 
blocked, there's no need to do the super ort, which leaves Ken wide 
open when blocked. 

The ability to verify attacks before launching anolher attack keeps your 
combos safe, plus it prevents you from giving opponents any easy open- 
ings. The some idea applies lo some chains as well, as chains with mul- 
tiple hits and cancelable endings m be used to verify attacks before 
canceling into a special attack or super oil. 


JUGGLES 

Many attacks knock opponents into the air. Y/hen ihis occurs, it's possi- 
ble to hit an opponent again as be or she falls from these attacks. This 
is what is known os a 'Tuggle " 

Example: Select Ryu and perform on EX Joudan Sokulo Gsri. After 
this attack hits — and just after the opponent bounces off ihe wall — 
perform a Shoryuken (HP) to juggle your adversary. 

The number of attacks that put opponents into tt "juggle stole" (and 
sometimes what is available to continue the juggle) ore limited. Juggles 
often lead to o large amount of damage. This makes them important for 
combos, because they can be started in a variety of positions — not just 
during a ground-bosed combo. 

CANCEL 

After specific normal attacks hit, it's possibfe to cut off the recovery and 
go straight into a special attack or super art. This is called a "cancel." 
This Is one of the most basic end classic combo types in every Street 
Fighter game. For a cancel to work, you must complete the motion for 
the special attack just as your chosen normal attack hits. When done 
correctly, ihe normal attack does not finish Els recovery, but instead cuts 
off and goes iitlc the special attack or super art. 

Excmple: Select Ryu and perform a low MK and, just us it hits, input 
the command for Hodautan [HPT* When done correctly, the crouching 
forward should caned directly into the Hadouken, resulting in u two- 
hit combo. 

Nol all normal attacks ore cancelable; some are only cancelable into 
super oris. Ifs important lo know who! normals can cancel into a spe- 
cial attack and which special attacks are best suited for canceling. 

SURER CANCEL 

Some special attacks can be canceled Eato a super ort after they hit. This 
is great for additional damage in combos. It works just like a normal 
cancel: Perform a super cancelable special attack, then input a super art 
as the special attack bits. 


Example: Selec! Mu kola and Seicbuu godon-zuki. Position her next to 
the opponent and perform an Oroshi (LP|. As ihe overhead chop con- 
nects, quickly in pul the super art. The motion must finish for the super 
os the Orochi connects. When done correctly, the overhead chop should 
cancel directly into the super art. 

Although some super umcols can add damage to a combo, same super 
cancels might cause less damage than if you were to cancel directly into 
a super. Super cancels have an interesting property that can help with 
execution. It's possible to use the motion from a previous special attack 
within the super attack motion. 

Example: Select Ryu and Shin kuu-hadau tan. Perform Kadouken 
(HP), then as ihe Hadouken hits, input * * ■+ + HP When timed cor- 
rectly, the Hadouken should concel directly into a Shinkuu Hadouken. 
This only works if the special atlock you're canceling from and the super 
art you're canceling into have similar input motions. For instances in 
which the motions are not similar, do the full super art command when 
the special attack hits. Still, this shortcut method can he helpful for mak- 
ing a variety of combos easier. 


1 BUILDING EFFECTIVE COMBOS 

^rA/OW THAT Y °V KNOW WHAT'S POS~ 
s/blb. comb/hb all Of thbsb blbmba/ts 
aho su/to combos that abb bap mm 

FOR GAMBPlAY SOMB COMBOS SHOULD 

SB emr oh thb bas/s of flbh/b/l/ty 

WHBTHBR fT'S UBR/FfABLB, SAFB ff 
BLOCKFD, OR fT CAA/T Bf PARR/BO BOTH 
Hf&H AHO LOW OTHBR COMBOS ARC 
Pi/RBCY FOR MAXfMUM OAMAGB OUTPUT. 
fT MAY HOT SB SAFB r BUT ff YOU GBT 
AH QPBH/HG fT'S WORTH TRV/HG, B/OTB 
THAT TUB COMBO THAT GAM CAUSB THB 
MOST OAMAGB PROBABLY OOBSHt F/T 
/A/TO BOTH THB FLBJC/BLB AHO MOST 
; POWBRFUL CATBGOR/BS, fT'S /MPORTAHT 
TO BUfLO MULTfPLB COMBOS THAT ARB 
$000 FOR BVBRY S/TUAT/OM 

iJCPBR/MBHT AHO HAYB FUHf 
\ 
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Street Fighter gomes ore lenient on coordinating joystick motions and button presses in order to execute specicf moves. For example, the command for a ffadouken is 4 * *► + (any pouch button}. However, you do no" r:,* 
to press jiunch and * at the same exact moment. Pressing punch early {a! * instead of ■* ), II is still possible to execute a Hadouken. At first, llie game registers * + punch, which starts the animation of u crouching pone 
By quickly rolling the controller to * and finishing the Hadoukan's input, the game engine cancels out the low punch in its early frames. This happens so fast that you may not see the punch come not in front of the Hado, - 1 n 
This feature makes executing complex special moves easier. 

However, this feature can be used in another way. If you cancel oat a normal attack that moves your character forward in its very first frames, then the special move lhat cancels out the normal attack will start from y our 
character's new positron. Use this cancelling property to move your character forward in order to gain extra range on special attacks. 

ADVANCED APPLICATION 1: KARA THROWING 

You can cancel out any normal attack with a ihrow because a throw is considered a special attack, find a move that moves your character forward In Its first few frames, then quickly press LP 4 LK to cancel that move an; 
execute n throw. 

Here is a list of each characters best kara throw moves; 


AKUMA: - + MP 

DUDLEY: * + LK 

IBUKI; MK 

OR 0 : MK 

RYU: <* + MP 

URIEN: NONE 

ALEX: ■* + HP 

ELENA; ■* 4 MK 

MAKOTO: LK 

Q; * +■ MP 

SEAN: ■* + HP 

YANG; HK 

CHUN LI: MK 

HUGO: MK 

NECRO; MP 

REMY: MP, HK 

TWELVE: MP 

YUN: LK 

There is one disadvantage to kara throwing. The start up time for ihe throw 
you ere cufside of normal throw range. 

is slightly greater than normal throw. If you ore in range for 

0 normal throw attempt, there is no reason 

to kara throw. Only use kara throws when 


ADVANCED APPLICATION 2: 

KARA UNIVERSAL OVERHEAD 

Universal Overhead fUOH) attacks are also considered special moves, so they also make use of kara canceling. 
Do a normal attack that moves your character forward, then cancel it out in its first few frames by pressing MP + MK. 

Many characters kara cancel with either MP or MK. In order to execute a kara UGH in this case, you must neg- 
ative edge the button pressed for the kara canceled move. Far example, Chun O r s kara cancel is with MK. To 
execute a kara UOH with Chun Li, you must press MK, then negative edge MP + MK. 

Any characters that require a directional input to execute their kora-canceled move musE release the coutrolfer 
before pressing MP + MK. For example, for Ryu to kara UOH, he must press ^ 4 M(J then reset to neutral, then 
input (negative edge) MP 4 MK. A UOH can only be executed when the conlraller is in the neutral position, 

THROW TECH DEFENSE 

There are two ways to defend, or J lech', against being thrown. The first way is if both characters attempt to 
throw at the same lime. In order for this to happen, hath characters must be standing and within their respec- 
tive thraw ranges. Ef this happens, both tech the throw and neither player lands a throw. 

The other way to tech a thraw is to press LP + LKwilhin the first few frames of being thrown fay on opponent. 
This option does not require you to stand up, which makes your character vulnerable to low attacks. Afso, you 
can input the throw tech attempt later than the other method, thus giving you more time to react to any throw 
attempts. By using this method, you never need to stand up to tech a throw again. You tan continue to block 
low, which is generally safe, and tech after being thrown. 


CROSS UP 

A way fo hit your opponent from behind, 

JUMPING CROSS UP 

A jumping attack that hits opponents from behind. Your fighter jumps over their head and hits from hehind, 
ihen lands behind them. Crossing up is a great way to confuse an opponent's blocking. 


AUUANCED APPLICATION 3: 

KARA SPECIAL MOUES 

Kara canceling can also be used to add range to certain special moves. The controller motions to achieve this 
vary according to each attack. Generally, you input as much of the special command as possible, input the 
normal attack on the second to lost controller motion, then kora cancel it with the final controller input 4 
button press. 


If you anticipate incorrectly, and your opponent doesn't try la throw, your character's low jab will tome out wheu 
you press IP + LK from * . law job H generally a fast move, so it's 0 gaud choice from close proximity. Positioning 
from * is usually the safest way to tech throws while simultaneously defending agains! low attacks, 

However, this method has one drawback. If you anticipate a throw correctly, and press LP + LK from * at the 
some time that an opponent tries to throw, expect to be thrown. This is because low jab does not execute quick- 
ly enough to heal the throw. {Chun Li is the only exception to this, because her low jab comes out fust enough 
to beat throws.} In order to tech throws safely from * , you must wait until after being grabbed, then quickly 
press LP 4 LK. 


GROUND CROSS UP 

Away to cross up on the ground. This is generally done by dashing over fallen opponents as they quick recov- 
er. Many characters have dashes that are considered airborne for a brief period. Use this properly to go dvcf 
opponents while they are railing during their quick recovery. 
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CHARGE PARTITIONING 

Charge Partitioning is the ability to split op the charge times for some special moves. As long as you aren't folly charged, It's possible to charge a fraction of the total charge lime, then move around or do o move quickly, 
before you resume charging. Splitting up ihe charge into several pieces achieves some interesting results. This technique allows many charge-based characters to move around and remain oclive while also charging for iheir 
special moves. This helps out a greet deal, because without this technique, most characters are forced to sit back and charge Tar* or / while wailing for the charge to complete. With charge partitioning, these fighters can 
actively fig hi and still manage to build up n charge. 

ADVANCED TECHNIQUE 1: 

BUFFERING 

Buffering is ihe idea of carrying over (he controller inputs and button presses of one move in the execution of 
another move. This is extremely important for basic combes that involve canceling. For instance, in order to 
do 4 + MK super art with Ken, you must cancel the 4 + MK before a certain point in the move's anirnn- 
lion. As soon os you input i + MK, immediately begin the doubled QCF motion while the * + MK is hitting, 
then press P on the second * . 

Buffering is also extremely helpful with the liming of links and late cancels. For Instance, Ken can link a 
Shipp u -Jin rai-Kyaku after a 4 + MP if it hits. You con do the 4 + MP, and start to buffer the QCF (x2) during 
the execution af the punch. Time the second QCF motion lo coincide with the moment Ken fully recovers from 
i + MP. If the move hits, press kick to link the super art. If the punch doesn't hit, don't press kick. The idea 
is to do the super art motion during the move to prepare for the possible hit and link. This makes doing links 
and late cancels much easier. 

Buffering can also be used for "psychic" moves. For instance, Ken slicks out 4 * MK from u distance where i! 
normally would whiff, Buffer ihe QCF (x2) super art motion during ihe execution of 4 + MK. As long os the 
move is out of range and whiffs, the super art will not come out if you complete QCF (x2] + K before 4 f MK 
recovers. If you time it correctly, the super art comes only if the move being done bits an opponent. This allows 
you to set up a 'psychic' situation where the super al comes oul automation! ly only on a hit. Position your 
fighter outside of ihe move's maximum range; do the move and buffer the super art motion. If the opponent 
does anything to run into the move, such os dashing or poking wilh n law attack, the attack automatically can- 
cels into the super art. This is a good and generally safe way to cancel into super arts via low attacks that are 
loo fast to cancel on reaction to a hit, 

ADVANCED TECHNIQUE 2: 

NEGATIVE EDGE 

It is possible lo execute special attacks wilh the negative edge release of a button. For example, to execute a 
Hodouken with a negative edge button release, press punch, then 4 * ■* + (release punch). Negative edges 
ore used to simplify complex input commands and make it easier to time a button press for a linked special 
attack or super art. Negative edges go hand and hand with the button drumming technique to moke timing a 
link much easier. Also, certain kara cancels con only he donB with a negative edge button release. 

HDUnnCED TECHfllQUES i 

There is also hit disadvantage. Some moves allow you lo hit opponents where they recover from the hit while 
you are still in the recovery phase of your attack. In these situations, if the disadvantage is long enough, oppo- 
nents can alack you before you finish your move, even 1 hough you hit them. 

Blocked advantage is similar to hit advantage. You recover from your attack while the opponent is still m block 
stun. You have the advantage le move or attack again white the opponent is immobilized. 

Blocked disadvantage is when you attack and an opponent blocks your move, and the recovery of your move 
is slow enough where the opponent recovers before you do. If the blocked disadvantage of your move is long 
enough, your opponent can hit you before you fully recover from your attack. 

HIT CONFIRMATION (HIT VERIFICATION) 

Kit confirmation is a way lo eliminnte guesswork in your attacks. You only follow up on attack with a specie 
move or super art if the first attack connects wilh o hit. For some attacks, this is impossible because ihe win- 
dow to cancel the move is too brief, however, other moves con be cancelled late into their recovery, making 
it possible to confirm by sight that the move actually hit, then cancel into a super or!. This is even easier with 
links because you generally have mare time lo watch the move and look for a hit before doing the super ar. 


ADVANCED EXECUTION TECHNIQUES 

There are many controller input and button pressing techniques that you can use to improve your gome play 
and help you to execute some af the advanced techniques easier. 

FRAME ADVANTAGE 

Every attack comes out in a certain number of frames. Y/hen Ihe attack connects, it also has a certain number 
of frames of recovery before you con move/bio ck/attock again. If you can move before opponents con, then 
the move has what is colled frame advantage. If your opponent can move/black/otlack before you can, then 
(he move has what is called frame disadvantage. There are two different types of frame advantage: hit advan- 
tage and blocked advantage. 

Hit advantage is how much frame advantage you have when a move hits opponents. If a move has o large hit 
advantage, then you recover from your move and ore able to attack again while they are still paralyzed from 
the attack you just did. They are said to be in hit stun. This is how links are possible. You recover in time to hit 
opponents with another move before they can block again. The hit advantage is longer for the same move if 
an opponent is crouching when hit. 


ADVANCED TECHNIQUE 3: 

DRUMMING 

Drumming the buttons means pressing all three punch (or kick) buttons in succession. This is very handy when 
trying to get ihe timing correct for o linked super art, inslead of irying lo press one button at the precise, 
required moment, you con drum all three buttons to give yourself more Wm to hit the button press at the 
proper moment. Drumming all three buttons gives you three chances lo Till the button at the right time. You 
can take this a step further and negative edge all of the button presses in series after drumming the buttons. 
For example, if the move you are trying to time correctly is with punch, you press in sequence: LP, MP. W? t then 
release LP, MP, HP, This technique provides six chances lo score o button press al the proper time. You can start 
early and end late, in effect covering all possible times so that you will get the super art lo come out every 
time. This technique is useful for hord-to-lime links, such as Ken's Inazuma Kokato Wcri linked into Shippu- 
jinrai-kyaku. 

ADVANCED TECHNIQUE 4: 

DOUBLE TAPPING 

Double tapping is a very simple technique. It is done for the same reason as drumming the buttons— to make 
sure you hit the button at the right time. Every lime you press a button, press it with one finger, then im me- 
diately use a second finger to press it again really quickly. This gives you two chances to hit the button at the 
proper time lo input whatever move you ore Irying to do. 

ADVANCED APPLICATION: 

SUPER JUMP CANCEL. 

Certain characters can cancel a normal attack into a super jump, and before they leave ihe ground, cancel the 
first frames of the super jump into a super art. This allows attacks lhal normally cannot be super canceled to 
link into super arts. Also, because no special cancel or super cancel is used, there are no damage reduction 
effects from canceling involved in the combo lo follow. 


Verifying a hit 15 important because your super meler is limited. You don't wont fa waste a super art by can- 
celing on attack that is blocked. Also, many super arts ore vulnerable if they are blocked, so iYs too risky 1o 
guess. Whenever possible r always Iry to verify I hat your move has bit before you proceed to your next attack 
in the desired combo. The most common ways to hit confirm an attack before doing a super art are with chofn- 
abfe moves, lata cancels, links, cancelable target chains, and mealy attacks. 

!t r s also possible to confirm that your attack will bit based an the action of opponents, If you see on opponent 
stick out a move that's slow to recover, you can hit quick enough to know that it will hit before the opponent 
con block. In this situation, it's safe to immediately cancel Into a super art, even off of moves iho! normally 
con't be verified. Another situation that often comes up is a [brow whiff. If you see tr character attempt a throw 
that whiff s, you hove enough time to punish it. After the initial hit, cancel into o super art immediately. 

GUESSING GAMES, MIND GAMES 

Many situations come up where ihere Is no way to know whnl is going to hoppen. You must guess to get it 
right* Many of these situations have two possible choices, so they are known as 50/50 situations. Examples of 
'bese are blacking {high or fow), parrying (high or low), throwing {throw or no throw), wakeup move (hit, or 
whiff). Parrying is the most notorious 50/50 situation in Street Fighter HI: ^Strike, However, there is more 
involved in parrying ihun fust high or low. Throws and hesitation moves combat parrying, os well, so It's bet’ 
ter to refer to It as a rack, paper, scissors mind game. 

I! is generally in your favor to get opponents into these guessing game situations and Farce them to make o 
choice. They can't always guess correctly, so pressure them in this manner, especially when there are more 
man two options. The best 50/50 situations are the ones where you force opponents to choose between block- 


ing left or right (or up or down). Examples af this are ambiguous cross ups. If they guess wrong, you and : 
big combo. If they guess right, they block, but you are still safe. So, it's ideal to try to create as many offer 
safe 50/50 situations as you possibly can. Consider it free damage 50% of the time. 

Makeup situations are 50/50 guessing games that come up all the time. The player who scares the knockdown 
bus many options, including attack high / attack low / throw / do nothing / etc. The waking up opponent : 
options Include block low / block high / parry low / parry high / wakeup move / etc. Although some over- 
head attacks ore slow enough to react to, most other attacks are no!. Therefore, the waking up opponent 
ally must guess what opponents will do, then decide what is the best option. The opponent pressuring the v. ok - 
mg up opponent has ihe advantage in this situation because of the ability 1c attack first. 

FOOT GAMES (FOOTSIES) 

Foot games, or footsies, ore a big part of many characters" offense. Footsies involve low kick attacks between 
two players an the ground. It Is a step up from merely poking. You are essentially trying to invite an attar* 
then punish it. This is usually done by staying [ust outside of the maximum poke range of an opponent. Walk 
bock and forth, making it look like you are vulnerable and in range for on attack, trying la draw out an attack. 
If the attack whiffs, quickly hit them during the recovery af their move. Seme characters can hose their entire 
strategy on fust foot games. Those characters usually have a super art that con camhc easily from their longest 
low poke. Make it hard for opponents to get near you, and haver outside of their range. Get opponents to 
flinch, thinking you are about to use an attack that is vulnerable, but you should actualliy do a poke that 
recovers quickly. Foot gomes are very effective against impatient opponents, and they do not need to be com- 
plex to garner large rewards. 


HOW TO READ CHARACTER MOVE DATA 


4 + IP 


Low Jab 



STARTUP # 

The number of frames from the beginning of the attack onima- 
tion until the attack actually hits. Ihe lower the number, the 
faster the attack. 

BLOCKED ADVANTAGE, HIT STANDING 
ADVANTAGE, HIT CROUCHING ADVANTAGE 

The frame advantage or disadvantage for the different outcomes 
af an attack. It a D is listed, then the attack knocks dawn. 

GUARD H/L 

The ability to block an attack High (with ), Low {with * ) or 
either. 

PARRY H/L 

The ability to parry an attack High (with +), low (with *) or 
either. 

CHAIN MO SELF (CS) 

SPECIAL CANCELABLE (SC} 

SUPER ART CANCELABLE ISA} 

White text indicates that it is possible to chain a move into itself, 
cancel into a sperm! attack or cancel into a super art. 



Zugai Hnsctsu 


START UP 


GD 


startup? 

The number of frames from the beginning of the attack 
tion until ihe attack actually hits. Ihe lower the number, the faster 
the attack. 

BLOCKED ADVANTAGE 

The frame advantage or disadvantage if the attack is blacked. If 
a D is listed, then the attack knocks down. 



THROW FRAME DATA 

Att throws mm IP + CK have a 

TWO FRAME START UP, EXCEPT fBUR/S 
Am OROS A/R THROWS, WWW HAVE A 
SfX TRAMS START UP. 



COSTUMES 

The costume shecteoa/ wforma- 

TfQAf 6 wm ASSUMES THE DEFAULT C0A/~ 
TROUER SETT/mS ARE Bf/A/G USED, 



COMBO DAMAGE 

The damage data for combos was 

ACQU/RED AGAfNST A STAN0/A/G RVU 
UNLESS THE COMBO SPEC/f/ES OTHER- 
WfSE. g/NCf CHARACTERS TARE DAMAGE 
AT D/FfSREA/T RATES , THE VALUES PRE- 
SENTED /A/ THfS GUf&E SHOULD BE USED 
FOR COMPAR/SON PURPOSES ONLY. 


4 * ■+ +F 

Gohndouken 





STARTUP# 

Ihe number af frames from the beginning of the attack animation 
until the attack actually hits. The four numbers represent Light attack, 
Medium attack, Hurd attack and EX attack (where applicable), 

BLOCKED ADVANTAGE 

The frame advantage or disadvantage if the attack is blocked. Ef 
a D is listed, then the allack knacks down. 
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dhiima 


NORMAL MOVES 


STANDING 

Outside of * + LK range, M is 
Akuma's best poke. His fool 
extends ouj a ad goes over most 
low attacks, yet it has a wide 
enough hitbnxto hil most charac- 
ters ns lliey attempt an attack. 
Use ihis to beat olher characters' 
pokes. 

HK cavers a wide hit area. Use it 
from long range to colch large 
characters at ihe beginning of 
[amps, or use it as a universal 
anti-aEr. Effective at almost any 
time, stick this out to confuse 
parry attempts. 


Short . 



STANDING CLOSE 

Close NIP is a goad poke. Akuma 
has frame advantage off of il, so 
it's good far lick throw selups and 
other mix-ups. For example, 
after a blacked MP, hesitate, then 
walk up and repeat, or use 4 + 
LK twice. The trick is to moke il 
look like a throw attempt, which 
should lead to on opening. MP 
links to Messalsu-Goushcuryu, 
and is the only verifiable high 
attack into it. 

In close MK hits high, so mix it in 
versus would-be low pnrrie rs. 1 1 
easily links into Messatsu- 
GouHndou. 


COSTUMES 



SPECIAL NORMALS 

. - + MP 


Zoom Hasatsu * 



START U P 



GD 


a * + WK 



Tenma Kuujjfl Hyaku & 


START UP 


Q 


Close Jab 


Oose Short 


rSTART UP 


'GDGDGDP IHIDGD 



CDfn I f start up ix fn 



□ 

GUARD • , 

PARRY ^hTC 

Close Strong MK 

f START UP CDfiS [ STARTUP 

tZDSDGD 


GUARD l/l 
''PARRY (H/j 

Oose Forward 



□ 




GUARD'LL 

'’parry flvC 


Oose Fierce 



GUARD ftiA 


PARRY | 


HK 



□ 


'guard ,hX 

'parry fG 



dose R oundhouse 
7= ~ 


STARTUP mm START UP PH 

'(DGDEi lOCTjGD 


' guaroVha 

'parry 


THROWS 

LP t LK .. . $Mi Nape 


*■ + L P + IK Tomo e Nap^ 



CROUCHING 


* + LK has many uses. It's a 
quick poke, ideal far tick throw 
selups and mind games. After a 
blocked + + LK, lliere ore a few 
options: throw, hesitate and 4 + 
LK twice la follow up, dash back 
and punish an incorrect reaction, 
etc. It chains into itself, so comho 

* + LK (x2) into any standard 
super arl. 

Akuma's best poke for mid-range 
distance fighting is 4 +■ MK. 
Combo it inlo Messotsu- 
Gouftadou from long range la 
punish whiffs or to apply pres- 
sure. While good from o distance, 
up close it can be countered by a 
few super arts because of ils 
blocked frame disadvantage. 

Good for punishing whiffed nor- 
mals when you don't have a 
super meter, * + HK comes aul 
fasl and knocks down. However, 
it has a terrible recovery, and is 
vulnerable to combos if blocked 
dose, and some super arts from 
further away. Don't use il unless 
you know il will connect. 


* + LP 


Low Job 


f+LK 


Low Short 
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JUMPING 

Jumping Job 


START tIP [ 5 m 

H DZD 0 

m 

"guard T 

"PARRY p/ 


t 4 flflF Jumping Strong 
fSTARTUP Cf]f n 

S 00 I 


t - HP 




Vertical Fierce 


- + K (also b dr) Tcrtsumpki Zonkuakydcu 


> 4 >/* w + FP/KK 


Ashura Senkuu 


START UP fT^ f 

Q 00 


* / * * HP jumjinj^Fjerc_e_. t 4 L K _ 

(STARTUP fTIfli 


'START UP 


300 


mj 

["GUARD fir 


[PARRY (fj 





'HD 

f (Eli 

/ t— — . 

f O 

'ZD 

'ED 

'[ZD 


f + MK V erflcol Forward 
-STARTUP HCfH 


0001 000 

E3 



guarpTh 


PARRY f h 



ZD 


LTse this- move in combos that inflict heavy damage. 
LK and MK versions put opponents into a guggle slate, 
leaving them open to Gou ShoLiryuken or a super art 
to tack on damage at the end of il. Unfortunately, ihfs 
move is extremely unsafe if blacked, meaning there 

are few (if any] consistent and/or safe ways to land 

GUARS flT this move, Gcod In punishment situations or off of 
successful option select parries. The aerial version of 
this move can he used lo cross someone op. 



ED 

[ZD 

[ED 

f ZD 


'ED 

'ZD 

' ZD 


m 

□ 


PARRY f H 


-*■4* makes Akuma teleport forwardi while* i 
* makes Akuma travel backwards. PPP makes 
Akuma travel further than KKK. Use Ashura Senkuu 
lo avoid hairy situations where Akuma might get cor- 
nered, or to avoid block damage from 0 projectile 
super art. Although Akuma will pass through a char- 
acter and most attacks, he is vulnerable to certain 
super arts. 


^STARTUP f 5 i 

H 

fEDZQZD 

m 

□ 

m 


lair 

"guard rT 


-PARRY (% 


t 4 HK Vertical Roundhouse 

A 


* / * + HK Juram R airfnfie 


4 * +K 


Hyakkl Shuu During Hyakki Shag no inpul Hyakki Gouzan 


SPECIAL MOVES 


4 >. * 4 P 



Gohadouken fn m, 4 * 4 P 


Zanku H ado u ken 



The button used determines how far Akuma travels. 
During the jump, there are several options: 


Hyakki Gouzen can be tricky to block In a few limited sit- 
uations if opponents ore warned about getting hit by 
Hyakki Goushou. If this move is blacked, expect trouble. 


During H yakki Shuu, Pg Hyakki Gou shoo During Hyakki Shuu, K Hyakki Goujin 


ED 

[ED 

[ED 

[ ZD 

'qd 

'go 

'QD 

'ZD 


W * ** 4 P 


Shakunestu Hadouken 



' QD 

QD 

(qd 

CED 

'ED 

'ZD 

'ZD 

r czd 1 

* 4 \ 4 P Gou 

Shouryuken 

SjSErZ*"' ;%!■- ' ^ 

'ED 

'ED 

'ED'" 

r z] 

'ZD 

'go 

'(ED 

' CED 



'ED 

fED 

A 

ED 

f ED 

'ED 

'ZD 

'ED 

rczi 1 



A leaping overhead punch with heavy recovery. Mix Strangely, Hyakki Goujin is not an overhead. When 

up with Hyakki Gouzan to increase effectiveness. blocked, Akuma ends up with a slighl frame advan- 

tage. Use If to get close and start mix-up patterns. 

Durinq Hyakki Shuu, LP 4 IK when directly 
o r top of opponent Hyakki Go us nl 


Dakunetsu Hadoken travels slowly and hits multiple 
-«nes. The button used effects the speed at which it 
tovels and the number of hits. With a heavy start up 
:id recovery, the uses for ibis attack ere limited, 
■core u knock down -and ihrow a mealy Shakunelsu 
-adouken from semi dose range, your opponent has 
'o choice but to try to parry. If the parry is succesful 
■per cancel Into Shungokusafsu, which grabs out of 
the perry slance. 


An all purpose defensive attack, Gou Shoutryken has 
a small window of invulnerability at start up, moon- 
ing in wake up or anli-air situations it has the ability 
lo consistently beat on opponent's attack. 1 1 bits mul- 
tiple times, making it especially irritating to parry in 
anti- air situations, its also an important combo 
option, specifically because it juggles off LK or MK 
Tatsumaki Zankuukyaku for heavy damage. 



'qd 

[QD 

T t : 

QD 

f Q 

'ED 

'ED 

'eq 

'cz 


A nice throw added la ihe mix of other attacks off of 
Hyakku Shuu. 
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SUPER ARTS 


SUPER ART I 



Messcttsu-Goulmdou 
i \ \ + P 



TenmnHGouzimku 

In uir, t \ ? 


Messatsu-Gouhadau has many uses and dees nice damage when camboed without a super cancel. Combo into MessolsuGouhadou from * + NIK la 
prevent an offensive rusk Use it to punish whiffed moves,, or up dose, verify o combo irtlo it through doubled op + + Lis, or link behind a ML This 
provides both a low and high ovenoe !o loud Messatsu-Gouhadou to discourage attempted parries. 

Use Goo Shouryuken -> Messatsu-Gouhadou to slop all jump ins. Even if parried, Akuma recovers well before an oppouenl is done parrying, leav- 
ing the option to attack again [to mess up the parry liming} or teleport away to safety. Finally, counter a jump in with * nad MK. If Akumo lands 
first, reset with Messatsu-Gouhadou. 

Tenma-Gouianku isn 1 "! os useful as the ground variation because you can't verify it, but it does hove uses. If you expect an anli-oir counter to a jump 
in, unload Tenman-Gouzanku, which defeats anti-air moves that don 1 ! have a long invulnerability window, 11 can also be effective for chip damage 
kills when an opponent only has a few pixels of health left. If parried, dash up and hit low for an almost sure hit. 


SUPER ART II 

* r v ^ + F Messatsu-Gcushouryu 



Messalsu-Goushouryu inflicts impressive 
damage when comboed with a super ton- 
ed. Verify it wElh * + LK (x2), or MK link. 
The downside to this super is ils limited 
range, Akumo has a wide range of offen- 
sive options where be is constantly moving. 
If you must concentrate on getting dorse ta 
deal big damage, A k urn a loses some elher 
offensive press ue tactics. Messalsu- 
Goushouryu does not allow Akuma to pun- 
ish ground pokes, which is an option with 
Messatsu-Goufindou. 


SUPER ART MAX 


Shungokusatsu 
IP LP+JKHP 



Shungokusatsu is available in nil super arts, it requires two full stocks of super meter. Opponents must anticipate 
the super art before you actually do it in order to escape. Use this to your advantage lo ploy mind games; for exam- 
ple, wait for o jump escape attempt from the assumed Shungokusatsu, ihen attack with an air Talsumakf 
Zonkuukyoku. 

Shungokusalsu is invincible at start up, so you can use it to pass through projectiles or ony attacks from on oppo- 
nent. You con also use Shungokusalsu to punish jump in attempts. As someone jumps in, crouch and input LP [x2). 
At the lost moment possible, finish the Shungokusatsu input ta pass through any attack and catch the jumper upon 
landing. An alternate way is to press * instead of ■* after the second LP, With this method, Akumo remains crouch- 
ing, leaving you more time to input the Shungokusalsu command and catch the opponent's jump in at the lost pas- 
sible moment. You can also use this invincibility to pass through ground moves. If you connect o * + MK 
Tatsumaki Zonkuukyoku (LK); instead of finishing them off with a Shouryuken {HP), hit with HP Totsumaki 
Zankuukyaku (LK) to knock them back over. Tnlsumaki Zonkuukyoku {LK) whiffs, bu! Akuma lands right next lo 
the opponent. If they attack, Akuma passes through it with a Shungokusatsu, 


SUPER ART III 



iVles sots u-Gourasen 
In mr. 



Messotsu-Gourasen 
In air, **■»+*♦ *K 


Messotsu-Gournsen is Akuma's anti-air super. You can also perform it in 
ihe air against airborne opponents. Unfortunately, it inflicts less damage 
than his other super arts. 1 1 also doesn't have much use other lhan os 
anli-air. It's possible to combo into it on the ground, but the only way to 
verify it is off of doubled up t- +LK, which means he will be prone to 
down parries. If you have on opening lo land * + MK Talsumaki 
Zankuukyaku, you con juggle with the super art, but the damage isn't 
that good. It's belter to finish that combo off with Gou Shouryuken [HP) 
and save the meter for on anti-air opportunity. 


SUPER ART MAX 

Kongouko-kurelsuzan is also available from all three super arts. Its first hil is unporriable, making it idea! for chip 
damage kills. It's also a safe woke up move against jump in cross up attempts. Another sure way to land this supe - 
art is in a reset situation. After o * + M.K Totsumaki ZunMyoku (LK) comho, wdk up LP to reset, then imme- 
diately Kongauko-kurelsuzan. In an air resel situation, ihe opponent's only option is to porry, but Kcngouko-kuret- 
suzon's firsl bit is unpnrrinble. Be cautious about using this super art in other situations because Akumo is quite vul- 
nerable to a counter attack if it is blocked. 

Aa interesting note about this super art: if Akumo taunts once, il does 100% damage to another crouching Akum: 
or a Twelve that is transforming back from on X.CQ.P.Y. 



K on gou ko-kuret sazan 
f 1 j t FFP 
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Recommended Super Art: Messatsii-Goufaadou 


i * + M Kto 
loMK. This 


Afcuma d&es not have access to EX moves, and oil fiis super aris have two stocks with access to 
I both super arts MAX abilities* Therefore, the only thing to consider is super art usage. In that 
regard, Messatsu-Gauhadou Is the dear winner. Abma mounts an offense from multiple tfis- 
Itances, so it is best to have o super art that accommodates this style. 


Fling, Jeav- 
pemo lands 

tr (o a jump 
bs domage 


anticipate 
lor exam- 
htsurnaki 


!' jH oppe- 
ilLPMJ, 
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b crouch- 
I Iasi pos- 

- m ^ 

: : _ :ujncrfcf 
next to 


for chip 
h super 
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Ifekuret- 
iievuf- 


Akuma 





COMBOS YOU NEED TO KNOW 

j 6 HITS 

| TOTAL DAMAGE; 37 

+ + LK, + + LP forward Tatsumaki Znnkuukyaku, Juggle with a strong Gou Shoryuukerc. 

One of the few verifiable ways to [and damage without a super art. Unfortunately, the combo has many range 
i limitations and doesn't work versus must crouching opponents. The juggle after ihe Talsumaki Zcmkuukyuku 
is also inconsislani mid-screen. Use with caution. 

! 5 HITS 

! TOTAL DAMAGE: S3 

HP -4 Tatsumold Zunkuukyaku (IK), juggle with a semi late Gou Shoryuuken [HP] 

Simple, high damage, non super art option. Good for punishmenl silualians. Knocks down. 

6 HUS 

TOTAL DAMAGE: 50 


8 HITS 

TOTAL DAMAGE: 64 

Close MP Jinked into Messatsu-Gousliouryu 

Verifiable way to land Messatsu-Goushouryu with a mid level hit. 

} 3 HITS 

TOTAL DAMAGE; 74 

Jump in HP, land, dose HP ^ Talsumaki Zunkuukyaku (LK), Gou Shouryuken (HP) on the second hit -> 
Messotsu-Gouhadou, juggle with an, early Gou Shouryuken (MP) 

High damage jump in using super meter. Good in situations where the damage is guaranteed, whether oppo- 
nents are dizzied or you parry a slow anti-air, It's possible to super cancel the Gou Shouryuken (MPJ into 
another Messatsu-Gouhadou, ihen [uggle again with another Gou Shouryuken. However, the damage differ- 
ence is minimal and usually not worth the super meter usage. 



+ 4 MK from max distance -» Tolsumaki Zonkuukyoku [LKJ, [uggle with a lute dose LP-» Gou Shouryuken 

(HP) TOTAL DAMAGE: 88 


Similar to ihe above combo, fills from further owoy. 


Jump in HK from a distance, land, HK -4 Shungokusatsu 



Massive damage. Knock down. 


I 5 HITS 

TOTAL DAMAGE: 41 

HP ^Tatsumaki Zonkuukyoku [LK), juggle with a late dose LP -4 Tatsumuki Zankuukyaku (HKJ 

Less damaging non-super art combo than the above. Good far punishmen! situations and pushing opponents 
into the comer Knacks down. 

4 HITS 

TOTAL DAMAGE: 37 

Hyakki Shut) -4Hyakki Goujin, land and immediately link a Gou Shouryuken (HP) 

Easy damage off of a connected dive kick. Verifiable. Knocks dawn. 

6 HITS 

TOTAL DAMAGE: 59 

Hyakki Shuu 4 Hyakki Goujin, land, link a dose MK -4 Tatsumaki Zonkuukyoku {MKJ, juggle with a Gou 
Shouryuken (MPJ 

Heavy damage off of a successful dive kick hit. Knocks down. 

13 HITS 

TOTAL DAMAGE: SI 
* + LK, + + IK -4 Messatsu-Gourasen 

Verifiable way to land Messatsu-Gourosen. Whiffs vs. crouching characters however. Use carefully. Knocks 
down. 

7 HITS 

TOTAL DAMAGE; 64 

Close MK linked inta Messatsu-Gouhadou 

Verifiable way to land a super off of a mid -level hit. Knacks down. 

9 HITS 

TOTAL DAMAGE: 57 
+ + LK, + + LK -4 Messolsu-Gausbouryu 

Verifiable way la land a super arl. Flexible. Still fairly dose and you have a slight frame advantage to work 
with la start another attack. Knocks down, 


Hof exactly useful, 


STHHTEBU 



Akuma ho? muEliple offensive abilities to keep pressure on defensive 
opponents. Akuma (an control the air and keep on opponent grounded 
through the use uf properly timed Zonkuu Hadokens. Use them as a 
safe way to jump in on opponents. Jump towards ihe opponent, then 
execute o Zankuu Hadoken near the end of Akuma's jump lo land safe' 
ly, leaving opponents blocking the projectiles. Do nol use a Zonkuu 
Hadoken loo early in Akuma's jump arc or else opponents con dash 
under Mm and land a combo. 

Once you get opponents in block stun from ifie Zonkuu Hadokens, you 
gain I he advantage, allowing you la walk ap and attack first, Akuma's 
command overhead is a good move in this situation because It is fast 
and mast players' Instincts are to block low after a [ump in. After the 
overhead, you're in a goad position to MK over any poke they might 
try, or jump straghit up and Zankuu Hadoken, Mix it up wilh kara 
throws, 4 + LK (x2), and (lose MK la create super art opportunities, and 
keep opponents guessing, 

Hyakki Shuu is a good way to keep an the offensive pressure. If oppo- 
nents block the kick variation, keep pressuring them when you land, lt r s 
possible to cancel the ground moves into another Hyakki 5b uu to con- 
tinue the offensive assault, A trick you can. use to get in close la execute 
the kick variation a split second hefore you hit the ground. Ho move will 
come out and you will land right in front of ihem. It is very quick and 
gives you the opportunity to land a quick throw or Shungokusatsu, 
Although the Hyakki Shuu can be blocked low, il is sometimes difficult 
to dislinguish it from a normal jump, so lake advantage of ihntfart and 
try l' -H LK x2 after ihls Hyakki Shuu trick. 

Zone opponents and keep I hem out of the air with Zankau hadokens 
and on the ground wilh 4 + MK pokes. Punish any whiffed ground 
pokes with 4 4 MK ^ Messatsu-Gcuhadcu. if Akuma is getting pres- 
sured, use on Ashura Senkuu. 

There are many anti-air options available if Akuma is being attacked, 
Gou Shouryuken (HP) -> Messnlsu-Gcuhadou is the safest, although it 
burns super meter. Close LP -^Tatsumaki Zonkuukynku (HK) is a goad 
maneuver To ihrow off air parry atlempls. Akuma always has the oplian 
to dash under opponents when they jump. If they commit la an attack, 
4 + MK combo them. Another fairly safe anti- air is close Hf) and can- 
cel into Ashura Senkuu if ihey parry to run away from danger. An air 
Talsumaki Zunkuukyaku is good for an air la air situation. It's hard to 
punish if parried, and creates combo opportunities. For style points, hil 
with an anti-air Shungokusatsu when they jump in. 

When Akuma has 0 guaranteed combo opportunity, go for the biggest 
non -super, meter-burning combo avail oble, Akuma does good damage 
off of normal juggle combos. It's belter to save super meter for situa- 
tions where only 0 super art can be comboed, such as * + LK (x2) or a 
max range 4 + MK. 


VUAKEUP GAME 

With Messatsu-Gouhodou and Messatsu-Goushouryu, Akuma has hath 
high and low options lo verify combo into a super art, which is impor- 
tant to thwart parry attempts. Zugoi Hasatsu is fast and useful if you're 
looking for stun damage. Messafsu-Gouhadou and Messatsu- 
Goushouryu can both be camhoed off of a meaty II OH on wakeup, 
Akuma can also combo Talsumaki Zankuukyakv (MX) after a meaty 
UOH to set up 0 juggle. Mix in kara throw setups to get people to react 
to a possible ihrow. 

Akuma, as well as the other sholos, have many quick fake out maneu- 
vers available lo trick opponents on woke up. For example, whiff a LP 
over iheir head right before they get up, then immediately throw. This 
makes it look like you're going for something other than 0 throw;, which 
often gels opponents lo to block, then eat the throw. Next time on wake 
up, whiff the UP, then go law into 4 + LK tx2) super art. You can do 
the same sequence with whiffed 4 + IK into throw, then next time do 
a high move that is verifiable into a super art. Another good tactic is to 
oplian parry into a throw as ihey are getting up. Do this right in iheir 
face; many players expect Akuma to throw from his maximum kara 
throw range. Surprise them with an in-your-face throw. Finally, lo total- 
ly fake out opponents, dash back on wake up lo bait a throw attempt 
or wake up move, then 4 + MK combo for big damage and another 
knockdown to repeat the process. 

When Akuma is the one knocked down, he has the traditional wake up 
options, such as a psychic Gou Shnuryuken, parrying, or blacking. It is 
also fairly safe to teleport to the ether side of the screen, Beware of cer- 
tain super oris that can hit Akuma during the Ashura Senkuu, A woke 
up Tatsumaki Zonkuukyaku (MK / HK) beats most normal pokes on 
wake up. If ihey tick or do any hesitation move, a good counter is a 
quick 4 + LE; 4 + LK combination. If they block, they get pushed away 
to a safer distance, tf It hits, finish ihe combo wilh Messalsu-Gouhadou. 

ADVANCED SHUNGDKUSATSU 
APPLICATIONS 

Shungokusatsu is the only move in the game that is super cancelable 
from any ground move. This permits many interesting setups. The first 
thing that should be noted is thot Shungokusatsu can be comboed off of 
far HK. Normally grab super arts cannot be comboed into, but HK puts 
opponents in 0 turned around stale in which it's possible for the throw 
to hit A tricky way to pull this off is to stay ol almost a dash distance 
away and make it seem like you are going far dash in Shungokusatsu. 
If ihey were lb inking about jumping oway, HK hits while they ore still 
on the ground, allowing you to combo into Shungokusatsu. 

The fact that you can cancel ANY move leads to more than just combo 
opportunities to land Shungokusatsu. A classic set up is to do a 4 + HK 
from very dose rouge, anticipating it to be blocked. 4 + HKs from 
Shotos have terrible recovery and can almost always be punished. 
Knowing this, bait 0 counter, then cancel the recovery of 4 * HK into a 
Shungokusatsu, and pass right through the attempted puke. This works 
because it's possible lo cancel any move at any point inlo 
Shungokusatsu. 

Another move thot can take advantage of late canceling is Tenmo Kuujin 
Kyaku, Cancel the Iasi recovery frames of the dive kick the moment 
Akuma hits the ground to dive kick on opponents without feor. If they 
parry the kick and try to hit Akuma upon landing, cancel into 
Shungokusatsu and pass through their attack. 

Taking ihis idea of cnaceling moves 0 bit further, Akuma can kara can- 
cel the very first frames of his Zugai Hosatsu (or 4 + HK) fo increase 
the range of Shungokusatsu. With the additional range on the 
Shungokusatsu, Akuma has many mare possibililies to land it since he 
doesn't need la be at point blank range. The command input for this is 
LP LPi^ + MP) LK HP. 


You can also mix up the classic shoto lick throw seli^s Into 
Shungokusatsu setups. For example: 

* - 1 - LK, whiffed l_p kara Shungokusatsu 

LK, kara Shungokusatsu 

MP, kara Shungokusatsu 

Akuma also has many setups where he positions himself just outside of 
ihrow range, then performs a kara Shungokusatsu ta make up the exlra 
space. If opponents throw out an attack, or blocked an attack, they will 
get hit. 

Here are a few examples to set this up: 

1. After a blocked Tenma Kuujin Kyaku, dash bock, kara Shungokusotsu 

2. Whiff a Tenmo Kuujin Kyaku in front of an opponent, kara 
Shungokusatsu 

3. Whiff Hyakki Goujin from full screen, land, kara Shungokusatsu, You 
must do the kick as late os possible so it doesn't actually come out. Most 
players expect the kick and stay blocking while Akuma attacks with c 
Shungokusolsu. 

Another simple yet effective setup is to dash from further than full dash 
distance, then kara Shungokusatsu to make up the extra range. This is 
a good setup to bail an attack and slip past it. Other lang range setups 
include Hyakki Goujin and hove the opponent block il. Once you lane 
dash and use a Shungokusatsu. The trick to dash Shungokusatsu is ta 
hide ihe two LP during the dash r then finish the input after the dash has 
completed. This setup works often because most players expect some 
sort of an attack after the jump In. 

SETUPS 

Ranges setups for UOH super art 

Against small and medium sized characters: 

[4 + LK, 4 + MP}, UOH Messatsu-Gouhodou 

Against medium sized characters: 

(* + LK, dash hack), UOH -> Messalsu-Gouhadou 

Against wide characters: 

{+ + LK t5c3]), UOH Messatsu-Gouhadou 

Against Hugo: 

(dose MP, 4 + MP) r UOH 4 Messalsu-Gouhadou 
Against Oro: 

Ho setup is required. UOH -> Messalsu-Gouhadou : 
MessatSU'Goushowyu works at dose distance on crouching Oro. 

RESETS: 

Reset 1: After connecting a Talsumaki Zonkuukyaku (LK), dose L? 1 
reset, then MessQtsu-Gouhodau (hath ground and air variations w mi 
If they parry, Akuma recovers in time to continue attacking while M 
are in the air. 

Reset 2: After connecting a Tatsumaki Zankuu kyaku (LK), close L? _ 
reset, then immediately cancel into Kongouko-kuretsum This ? : 
guaranteed hit situation because the first hit of Kangouko-kuretsuisr e 
unpayable. 

Reset 3: (n an air-to-air situation, connect jump * + MKso that A- am 
lands before the opponent. As soon os you hil the ground, use Messos 
Gouhadou. 
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I f *.n fishing for damage, and * + LK (x 2] is blocked, on effective 
I jurr'i is Jo elher walk up a step and kora throw, walk up * + LK x 2 
T or let the controller go bock to neutral, top +, then hit + + MK 
mr after IF your opponent lifts a butlon to try to stop what they think 
; : ^row, and it's a low attack (which it after is in that situation), you 
pry the attack, + + MK hfls, then you con cancel + + MK into a super 
r or special attack on reaction to the parry. If they don't press any- 
fec + + MK comes out to push them away. The key is not to cancel 
m : super art if you don't visually see the parry happen. 

MUMBLE MATCH UP: HUGO 

tee is big and slow. Keep him away with Zankuu Hadckens and pres- 
tos nim. It's possible to ihrow Hugo with Hynkki Gosai 
E^en during the upward arc of his jump. It's hard for Hugo to react to 
aid he lends to get thrown often. Even if Hugo gels dose, simj 
~::rf away lo safety. Hugo is too slow fa keep up 
if to run away. 


: ARRY SETUPS AND TACTICS 


. ‘.FAVORABLE MATCH UP: MAKOTO 

*:«sto needs to get in close to do damage, and 
pad ol keeping people the right distance away. Tf 
toes not go Akuma's wcry is because Mnkofo only 
■ cs [f Akuma messes up and allows Makoto to dash under on Zonkuu 
-xoken or successfully parry an attack, it's oil over. ]f Makoto grabs 
ftuma with her Korakusa, It's a guaranteed stun, which can Jeod to an 
m 1 0056 combo. 


-• .mo must keep Makolo away ns best he can in order to win this 
■rich. Whenever Makoto is close to Akuma, the only safe offensive 
eoneuver is to ihrow. Sticking out any puke could lead to a parry inlo 
: 1GG& damage combo. 


HLex 


NORMAL MOVES 


STANDING 

MP is o good anthair move and il 
con be comhoed into EX Air Knee 
Smash. Il is also n good poke io 
whiff across screen to build meter 
and hide charges in, Alexs HP 
isn't the fastest overhead, hot it 
gets the job done. Useful in 
Alex's wakeup game, although it 
has a tendency to trade with 
other walceup moves. 

M Es a greot ground poke with 
extremely long range, which 
goes over most low attacks and 
slill hits crouching characters. Use 
this la hit olher character's low 
pokes. HK bos a slow startup lime 
and terrible recovery, but is 
strong and has good priority. Use 
with caution . 
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STANDING CLOSE 

Close MK is a good mid level 
attack la use in comhos. It can be 
done meaty to make il easier to 
verify a cancel. It Is possible to 
cancel off of a hit confirmation 
into Boomerang Raid from this 
move, although it must be done 
quickly. 
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Great for catching opponents early in their jump from mid range ond 
further. Can also he used as a traditional anti-air. In the corner, it 
knacks down and sets up throws. Do not use this attack against an 
opponent on the ground, if whiffs versus most characters. 


Good for hitting jumping opponents early in their jump. This move is 
also decent against ground opponents. 


Very slow and easy to see earning. Too risky. If it hits air-to-air, it con 
set up a juggle, but it is hord to time this attack and connect with it. 


Command grub. Head butt from the front, Sleeper from the hock, 
which con he moshed for additional damage. After Sleeper Hold., Alex 
can link Boomerang Raid. Vulnerable if it doesn't hit. 





SPECIAL MOVES 


Flash (Imp 


v * •* + P 


Power Bomb / Bod Drop 





GUARDi'T 


EX version hits opponents on the ground. Normal 
version has very limited use. Juggles after an anli-air 
low HP that only hits once. Cancel MP into EX Air 
Knee Smash for a solid anti -air option. EX version is 
also a high priority woke up move. 


PARRY x H 


CROUCHING 

* h- MP is Alex's besl low poke, 
•1h good priority and decent 
-:nge. The only drawback is that 

can be parried high or low. 

*- HP is a 2 hft tackle move. 
Soeat when used as anti-air. If it 

* i early for only one hit, jiggle 
rfh an Air Knee Smash. It can also 
7t used to confuse and cross up 
rounded opponents. Use it right 
text to them to hop to the other 
,de and hit them on wakeup. 


THROWS 


MP and HP put opponents in a limed around stale 
that is susceptible to throws Jab and EX versions (EX 
adds one hit and knocks down) are good for comhos 
and pressure after a canceled MK. HP version comes 
out sEow r bulwarks hast in a guaranteed hit situation 
to setup grabs and combos. 

■» * * * «- + K Spiral P.P.T. 


Command grab that hits standing opponents, but not 
crouching opponents. Button pressed determines how 
far Alex jumps. Can be tricky sometimes and has lim- 
ited uses. 


JUMPING 

lumping HP is Alex's best combo 
starter. Jumping LP is also a solid 
: "tion; however, it does not stay 
out for the entire length of his 
_;Tip like LK. 

..raping LK slays out for the 
entire length of Alex's jump. Use 
to tick into Power Bombs. 
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Command grab. The stronger the punch button used, 
the more damage done, but the slower the move 
comes out and the greater recovery it has; if also 
bounces Alex further away from the opponent. If 
done from behind, Alex performs Back Drop, 


Air Knee Smash 




Body Slam 


Button used affects the distance traveled. Job version 
is virtually unpunishable. Use it often to pressure and 
get in on opponents. EX version comes out extremely 
fast, adds one hit and knocks down. Good for surprise 
attacks and hitting moves in their recovery. Can com 
cel into Boomerang Paid off of a hit. Be careful, some 
characters can punish a blocked EX Slush Elbow, 


Overhead attack that knocks down. EX version has 
homing property. Button used determines bow for 
Alex jumps, Gaod for mid screen mix ups r it crosses 
up, and is decent as o wakeup move. 





SUPER ARTS 

SUPER ART I 

360 motion + F Hyper Bomb 

Alex bus o small window of invulnerability or start up of Hyper Bomb 
and he can grab characters ihrough any of their normal moves. The only 
way to conned with Hyper Bomb with 100% certainty is to grab an 
opponent during a move. Grabbing opponents from behind leads to an 
alternate version that inflids mare dam- 
age. Ideal after parries or if you anticipate 
on opponent's attack. Hyper Bomb is too 
slow to grab tho rotters in any other situa- 
tion. Opponents on the ground ton always 
jump away from Hyper Bomb after it is 
activated, os long os they didn'l commit to 
a move beforehand. Hyper Bomb only has 
one stock of meter, so El Is not recommend' 
ed for EX usage. 


SUPER ART II 

r > -» r \ ^ R Boomerang Raid 

The damage is not that high, but Boomerang Raid gives Alex some much 
needed comho possibilities. Alex cun easily verify Boomerang Raid from 
up close from * + IP 1x2], or after leveling across the screen with a 
Slash Elbow, then canceling if it hits. Alex con also cancel dose MK into 
Boomerang Raid on reaction. The timing is 
tough, but II gives Alex a much needed mid 
attack to verify o super art. 

The best feature of Boomerang Raid is its 
two stocks of super meter Alex's EX Stash 
Elbow is a big port of his offense, and hav- 
ing plenty of meter means it J s available 
often. If you plan to use EX moves, 
Boomerang Raid is the super art of choice. 


SUPER ART III 

* \ P Stun Gun Head But! 




Recommended Super Art: 

Boomerang Raid 

Boomerang Roid may not have the highest damage potential, 
but ft is Alex's most consistent super art. Hyper Bomb and Stun 
Gun have too many flaws that make them unreliable. 


TARGET COMBOS 


* + LK * + MK 

Tel 

Strangely enough, Alex's only sofe combo starting 
off a low attack. 
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* + LK * + HK 

Does not combo, so it has little value. 

CD 
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if Alex connects with Slun Gan Head Butt, it's o guaranteed stun, leav- 
ing enough time to do ony combo behind it. The button used determines 
tbe distance Stun Gun travels. It is invulnerable an tbe way up, hut high- 
ly vulnerable on tbe way dawn. In fact, every character con fab Alex out 
of Stun Gun Head Butt. It is unlikely that 
this super art will land against a grounded 
opponent. It can be used in a limited fash- 
ion as anti-air, although it is not very good 
in that role either. With only one slock or 
super meter, it limits the use of EX moves. 


An interesting note about this super art 
under very specific circumstances, it con be 
used in combos against juggled mid air oppo- 
nents, but it's aol applicable in a real mulch. 


COMBOS YOO NEED TO KNOW 



3 HITS 

TOTAL DAMAGE: 41 
Close M -> EX Flash Chop 

Basic Alex combo. Does good 
damage and it's safe. Knacks 
down. 

7 HITS 

TOTAL DAMAGE: 56 
* + LP 1x2] Boomerang Raid 

Flexible, verifiable way to land 
Boomerang Raid. Knocks down. 

2 HITS 

TOTAL DAMAGE: 49 
Flash Chop (HP) linked Into 
Power tab (HP) 

High damage. Good for punish- 
ment situations. Knocks dawn. 

4 HITS 

TOTAL DAMAGE: 58 

Flash Chop (HP) linked to close 
M -* EX Flash Chop 

Another high damage variation 
off of fierce Flash Chop 
Punishment situations only. 
Knocks down. 


7 HITS 

TOTAL DAMAGE: 66 

Flash Chop {HP) linked to MK -> 
Boomerang Raid 

Heavy damage. Good for punish- 
ment situations when you have a 
super art available. Knocks 
down. 

2 HITS 

TOTAL DAMAGE; 40 
Close MP EX Air Knee Smash 

Great anti-air comho. Knocks 
down. 

3 HITS (CORNER ONLY) 
TOTAL DAMAGE: 54 

Anli-air Flying Cross Chop, land 
then juggle with close MP EX 
Air Knee Smash 

A bard to set up anti-air combo in 
a corner. Inflicts impressive dam- 
age if it lands. Knocks down. 

6 HITS 

TOTAL DAMAGE: 80 
flash Chap (HP) Hyper Bomb 

Only way to combo a Hyper 
Bomb. Massive damage. Knocks 
down. 


7 HITS 

TOTAL DAMAGE: 86 
Flash Chop (HP) -> Stun Gir 
Head Butt (LP} t dizzies opponer 
follow up with Flash Chop {Hr 
link to Power Bomb (HP) 

Good way to cambo Stun Gif 
Head Butt in punishment situa- 
tions. Knocks down. 
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Hying Knee 


Aiex has ihe tools to do well from all ranges (grappler mind games from 
dose range, decent pokes and rushing attacks to fight from a distance }, 
: "hough he fighls besi in close. He has a basic, and effective mix up 
■ith Power Bomb/HP/* +- HK. 

-.ex's Slash Elbow is the perfect move to rush in on opponents. The LP 
vision is virtually unpunishable, so use it to pressure constantly. EX 
Stash Elbow is great from longer ranges when you hove trouble getting 
n close, and you can use it lo punish whiffed attacks. Charge during a 
] ash Elbow to hove the option of an Air Stampede or another Slosh 
Elow as a follow up, 

^■ex hns trouble getting dose lo characters with good low pokes. He also 
nos the ability lo make it fiord for opponents Eo get dose to him. Alex's MK 
goes over most low pokes and has great range. Use + + MP to keep peo- 
ple away. Against players that poke constantly wort for the recovery of the 
move, then dash in for o koro throw. Alex's dash is pretty quick, enhanc- 
ing his koro throw ability. After a knock down, start o mix up pattern. 

4 4 HP is good os on all purpose anti-air. It hits twice, so you can mix 
up the timing of It la confuse parry attempts. If it Hits for only the sec- 
;nd hit, juggle with Air Knee Smash, Another solid anti- air option is MP 
4 EX Air Knee Smash, This is difficult to parry, and works well with an 
option parry beforehand. 

Against airborne opponents, [umping MK and HK are both goad options 
due to their range. When Alex is jumping an an opponent, HP is great 
ro storl combos off of, provided it connects. Otherwise, jump in with an 
early If or UC These moves hit from high up, and act as a nice tick 
throw setup. You can mix II up by landing and doing close MK ^ flash 
Chop lo mix it up and punish any attempt to tech or counter throw. 

UVAKEUP GAME 

Many of Alex's knockdowns cause an opponent to bounce away. Always 
dash forward and stay an top of opponents afterward. A Power Bomb 
on wake up is a good tactic. It knocks down and allows Alex to contin- 
ue to pressure on wake up. This aka makes it seem like blocking is not 
safe; many players might choose to jump to escape Power Bomb 
attempts. However, os Alex likes to say, "You can't escape!'' Mix it up 
with close MK -> EX Flash Chop to punish opponents for not blocking 
when they Iry to jump. Change it up from time to time with HP on d * 
4 HK, ond you have enough to keep opponents guessing d all times. 

Another viable option to do on wakeup, or after any successful jump in, 
is to jump straight up and use LP on the way down. Use it us o tick ond 
Power Bomb when Alex lands. Against toller characters, jump straight 
up and da HP early enough so that, on ihe way dawn, they are out of 
hit/block stun and open for o Power Bomb. 


After a mid -screen knockdown or a successful Air Stampede, you con set 
up a tricky wake up situation. Stay os close as possible and hold 4. As 
scon as the opponent gets up off the ground, use dose MK ond imme- 
diately cancel into a Air Stampede (HK), which crosses up. Opponents 
end up in block stun while this happens, so they can't get out of the way 
and must block or parry. If Air Stampede hits, it knocks down, and you 
are in position to charge ago in and repeat the trick, Mix ibis up by can- 
celing into an Air Stampede (MK) instead of HK. This version does not 
cross up, so opponents must actively choose which way to block. As long 
as you keep hitting them, they will keep getting knocked down. 
Continue dropping boots until I hey figure out how to block this trick. If 
they've figured it out and are going to block the next time, cancel the 
MK into a Spiral D.D.T. 

Yfhen Alex gets knocked down, he has a good answer to opponent's 
woke up tactics: EX Air Stampede. It generally goes through and pun- 
ishes all ground pokes ond is fairly fast, li is not completely safe if 
blocked, but it is hard to react ta it in time, so generally do not fear 
doing a wake up Air Stampede. 

ADVANCED TACTIC: 

CHARGE PARTITIONING 

Take advantage of charge partitioning lo invent new setups to land Alex's 
Smash Elbow and Air Stampede in siluotions where it normally couldn'l 
happen. The idea of Charge Partitioning is simple, fust divide the charge 
time of a move into pieces. Charge fora little bit, do something, then fin- 
ish the charge and execute the move. Here are some examples af how 
you con incorporate charge partitioning into Alex's game: 

Do a Smash Elbow and begin charging. Dash backwards after it hits and 
finish charging during the dash. When the dash finishes, Immediately 
execute an EX Smash Elbow. Opponents often try to poke or dash after 
Alex os he dashes back. Surprise them with a quick EX Smash Elbow. 

Tap down for a spilt second before jumping, then jump forward with a 
MK lo strike on opponent fairly high during the jump. During the jump, 
charge so that when you fond, It's possible to immediately cross up with 
an Air Stampede. This works because mast opponents try to hit ar throw 
Alex when he lands. This setup works great with Alex's jump LP and LK, 
as well. 

From across the screen, start charging back and do two MP Tor timing 
purposes, then dash forward and use Smash Elbow with either LP or MP. 
Keep charging so you can dash back and use an EX Smash Elbow. 

Il's afso passible to charge for an Air Stampede while walking back and 
forth. This is extremely useful against zoning characters, such os Ken 
and Chun-Li. These characters tend to walk back and forth just outside 
of Alex's longest poke reach. Shadow them and make it seem like 
you're playing into their poke/caunter poke game. If they take o step 
forward, you take a step beck, !f they step back, you step forward. With 
each step, tap down for just a second. If you time It right, after ihree 
laps you should have a fuEE charge to surprise them with an Air 
Stampede. Cross up ond score a knock down, which is a perfect way to 
get dose against defensive players. Most players never expect an Air 
Stampede in this situation because Alex is walking bock and forth. 
Usually o charge character stays crouching before a charge move. 

One mure setup ihnt can catch people is a close MK, then start charging 
*. Da a UQH and finish the charge. As soon os the UGH whiffs in front 
of the opponent, cross op with an Air Stampede. Upon seeing tjie UOH, 
most players react with o high block, which usually leads to a whiffed 
UOH. Most opponents reaction to the whiff is an attack, hut hy then Alex 
should he an his way in the air, ready lo drop his boots on their head. 


SETUPS 

Ranged set ups far UOH -> super art 

Against small end medium sized characters: 

[-► + MP), UOH Boomerang Raid 

Against medium sized characters: 

U + LP), UOH “> Boomerang Raid 

Against Oro: 

Ho setup is required. UOH 5A2 works at dose distance or 
crouching Oro. 

PARRY SET UPS AND TACTICS 

Alex's MP-* EX Air Knee Smash is a great onti-oir that does good 
age. To make it oven better, option parry forward right before doing t h e 
MP, If a jumping opponent sticks out an attack, you will parry and count- 
er. If they did not attack, you continue on with the anti-air as origin d.m 
planned. This covers Alex against moves ihal HP won't heel 

Alex's kara throw is * 4 HP throw. When executing a kora throw 
. first lap a split second before pressing HP. This option parry covers 
Alex in case the opponent tries any mid level attacks. Alex will parry 
first, then continue on ond throw. 

GROUND CROSS UPS 

Alex can cross up Metro, Twelve, Hugo ia any corner. 

FAVORABLE MATCH UP; SEAN 

Alex can control the tempo of the match against Sean. On the ground 
he tan consistently out-range Sean and beat eul his low pokes with MK, 
and he can rush in easily with Smash Elbow. Use jumping HP ta jump in 
ui Sean with little fear, Alex's jump is fairly fast and low to the greund. 
Sean generally doesn't have enough time ta counter Alex with HK. His 
only anti- air quick enough to beat Alex's jump in is an EX Dragon 
Smash, If Sean must bum meter for anti-airs, he loses any ability to do 
big damage to Alex on the ground. 

When Alex has Sean cornered on wake up, Sean is in o similar predica- 
ment, needing to burn meter in order to get dear af Alex. Alex should 
he able ta control Sean on the ground, Sean will have difficulty jumping 
in due to Alex's option parry into MP-> EX Air Knee Smash. 

UNFAVORABLE MATCH UP; IBUKt 

Alex must play defensively against fbuki, and that doesn't suit his style 
at all. Ihuki is a momentum character, and once she gets going, it's hard 
to stop her, Expect her attacks against Afex to come from all over: jump- 
ing, crossing up, and dashing through Alex. This makes It hard far Alex 
ta keep a charge, Ibuki's LP hits Alex when he is (Touching, so Alex hns 
a hard time finding an opening against Ihuki. Alex's pokes aren't fast 
enough to interrupt her attack patterns. From mid-range Ibuki can keep 
Alex pressured with Bonshougeri because il hits him while he's crouching. 

Even if Alex is fortunate enough to score a knockdown, there isn't much 
he can do because of ibuki's EX Kozakiri, which beats every thing Alex 
can do to her on wakeup. AEex also has the misfortune of not being able 
ta counter Ibuki's Koubekudaki command overhead with anything other 
then a super. And, if Alex is using Boomerang Raid, he can onfy man- 
age to land two hits in this situation, so it's nol even worth trying. In the 
worst case scenario where Alex: doesn't have enough meter for a super 
art, Ihuki is free to pressure with this move all day. 

For Alex to win this match up, he may have to resort to parrying. Ytoen 
Ibuki is pressuring with repeated LPs, try to react lo the first jab and 
parry the second one. If she doesn't jah, chances are she will go low with 
t 4 HK. A down parry should still work in that situation. Alex is too stow 
to get oul of the way of Ebukt's jumping assault, so try to parry all her 
jump -ins and counter. 
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HK is d good offensive poke thot 
goes over a variety of law attacks. 
11 lias good recovery and links into 
a Houyotiku-Sen if it hits against a 
crouching opponent. 


IP 


NORMAL MOUES 

STANDING 

HP is Ch un-Li's main, all-purpous 
poke with ridiculous range and 
damage. It's a fontaslk whiff 
punisher end safe if bfocked. 
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STANDING CLOSE 

In close, HK hits hard and cancels 
into u super jump, which is useful 
in o number of ways. If nn oppo- 
nent parries the attack and tries to 
throw Chun-Li, she can safely can- 
cel close HK [nlo a super jump to 
ovoid the throw completely. Super 
jump cancel able normals also 
have the ability to cancel into 
super arts in a strange manner: by 
canceling into a super jump, then 
inputting a super art command 
before leaving the ground. This 
must be done quickly in one big 
motion for it to work. Because 
Chun-U can super jump cancel 
dose HK so (ale into its recovery, 
there is jusl enough time 1o verify 
the attack, then super jump cancel 
into a super art if it does hit, giv- 
ing Chun-Li another safe way lo 
land o super art. 
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SPECIAL NORMALS 
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A two-hit slap that's cancelable off both hits. Whiffs against crouching 
characters, and decenl in punishment situations where the hit is guar- 
anteed and you wont to land a super art behind it. 


Whan tloie, hold MK 


A cancelable palm thrust with almost unfair priority. Notorious for 
being able to beat a large assortment of pokes. During Foot games, 
use this move to beat anticipated puke attempts. It's also a good way 
to land a super art in punishment situations. 


Lunging kick that moves Chun-Li forward. Useful during foot games 
as it rarely whiffs. When blocked, set up oplion select parries or minor 
guessing games, such ns walk up kara throw or Hakket after recov- 
ering. Used sparingly, it makes n decent addition to her ground game, 


p HK 



Yoku Sen Kyaku 
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Multi-hil heel kick with limited uses. 


Hie moving version of HK with essentially the same properties, Possible 
to link a Houyouku-Sen afterward if it hits against crouching characters. 


Slight frame advantage afterward, but il's possible to link a Hcuyouku- , 
Sen ofler it bits, Extremely sfow, very easy to parry on readion. 
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Scnkaku Tobi 
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Use Sankaku Tobi lo get Chun-U out of corners. When an opponent is 
cornered, do a Ycusou Kyaku, ihen as Chun-Li recovers from the stamp 
mid-air, bounce off the wall. On the way down, Chun-Li con parry any 
anti-air attempt, and if the opponent tries to meet her with a law attack, 
hit HK on the way dawn, or do nothing and just block as Chun-Li lands. 


Hit or blocked, Yousau Kyaku allows Chun-Li to recover completely 
after bouncing off of an opponent's head, meaning she can execute 
another jump attack or parry on the woy down. Somewhat limited, 
bat has some use in aerial combos. 


Yousou Suilatsu Da sends opponents flying toward the ground rf it he 
while they are airborne. Has one use inside an awkward anti-air cam". 
Da an early onli-oir Yousou Kyaku, juggle with a semi lale Yousat 
Suilatsu Da before landing, then just as Chun-Li touches dawn, jug:e 
with an immediate + + LR Sets up a ground cross up opportunity. 
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One of the fastest normal moves in 
the game, * + LP is good deferc- 
jively for slopping ihrow ottempts 
and other mix up patterns. 

t 4 MK is the main opening for 
landing o Soper art. It possesses 
passable range, and recovers 
quickly (for a medium strength 
: Stock), making il difficult to 
punish. It serves as o good whiff 
punisher, although Chun-U musl 
be dose to do so. It also cancels 
into special attacks and super arts 
after it fills much bier than masl 
normal attacks; lute enough the! 
it's possible la verify the move 
before starting the super ail 

* 4 HK has a wide hit box and 
can be used to beat a variety of 
normals from a distance. Decent 
anti-air in limited situations. 
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Kikouken Tap K rapidly 
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Button strength determines how far the projectile 
travels and haw fast It recovers. HP version has lim- 
ited uses in simple combos like Hokkei -¥ Kikouken 
(HP). However, it is not safe versus fast super arts if 
it hils or misses. EX version recovers slowly, but trav- 
els at a slow speed with no range / damage deduc- 
tion Use as o shield for Chun-U lo dash behind II to 
get in close on opponents. Still, it remains a risky 
move to do in general, and isn't important to Chun- 
Li's ground game. 


Perform it meaty an wake up to inflict block damage 
if an opponent is pixels away from death. EX version 
does more damage and knocks down. It is possible to 
link Houyouku-Sen after the LK version if the oppo- 
nent is standing, but the damage the super art dees 
is greatly diminished. 
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Haian Shuu Char g e u+H 


Spinning Bird Kick 
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A slow command overhead that ccm be canceled into 
behind normals. The EX version comes oul slower, but 
knocks down and cannot be quick recovered. It's risky 
due to being somewhat easy to parry on reaction. 


Possesses some limited use in combos, f 4 HP -> 
Spinning Bird Kirk (MK) is (hun-Li's most damaging 
non super art combo. However, ibis move whiHs 
against crouching characters, making il completely 
unsafe. Save il for punishment siludions. The EX ver- 
sion does more damage, knocks down, and hils 
crouching opanents. It also functions as a wake up 
because it has some invincibility and has limited use 
in basic comhos, although slill not safe if blocked! Use ' 
with caution. 


COSTUMES 
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SUPER ART II 


SUPER ART III 


SUPER ARTS 

SUPER ART I 

+ * * 4 y ■» + P Kikou-Shou 

Kikou-Shou is one of the fastest super arts In the game, With a single 
frame start up, il is one of the only super arts that cun hit the recovery 
of Dudley's Dart Shot, and is the only super art that con hit Ken after a 
blocked MP -> HP target combo, Kikou-Shou links after oil her impor- 
tant moves: Hakk&l, HP, * + HI} for HK, 
and towards + MK. She can olso hit confirm 
it off of bio cancels from: * + MK, MR and 
super jump canceled close HK. Almost any 
hit from Chun -Li can lead to a super. Klkou- 
Shou is olso a solid anti air option. Al 20 
hits, it is unlikely ihaf every hit will be par- 
ried. 

Although it combos so easily, Kikou-Shou 
does less damage the further away it hits. 
This is not good because most of Cbun-Lt's 
game revolves around keeping people al a distance with her high pri- 
ority pokes. Also, with only one meter of super storked, Chun-Li will be 
struggling lo do damage after she uses her super. 


* * i * J + K Houyouku-Sen 

Houyouku-Sen paired with * + MK Is the sole reason why Chun -Li Is a 
dominant force rn Street Fighter tit: 3rd Strike. Houyouku-Sen Is lost, 
powerful, has two stacks of super meter, and combos nearly as easily as 
Kikou-Shou, lt f s possible la verify Houyouku-Sen from late cancels of + 
+ MK, MP, and Hakkei, as well as super 
jump canceling it from close HK. H links 
easily from HK and Tenshin Shuukyukku, 
Almost any hit can lead to a super art, and 
even at maximum poke range, Houyouku- 
Sen hits far lull damage. Most opponents 
are reluctant to attack Chun- II from close 
range. Use this la your advantage lo inllkl 
damage off of karo throws. 

Houyouku-Sen is invincible versus certain 
moves at start up and travels a significant- 
ly long distance on Els first bit. Use it to pass through projectiles and hit 
opponents while they are stuck in recovery. Il allows Chun-Li la punish 
whiffs from half a screen away, and punish many moves when blacked. 

The last hit of Houyouku-Sen is super [ump cancelable, allowing Chum 
Li to [ump in the air and juggle for two additional hits, then use these 
hils to gain position over a grounded opponent, or reset them nnd go 
lor an ambiguous ground cross up situation mid screen. 




+ *■+ + *«* 4 K 


Tensei-Ranka 


Tensei-Runko gives Chun-Li a good anti-air move. It has three stocks c r 
super meter, so it can be used often. However, anti-air is essentially its 
only use. There's no potential for high damage combos on the ground 
with Tensei-Rcnka. Chun-Li r s EX special attacks are lacking, so there is 
little reason to select this super art and its 
three slacks of super meter. 



Recommended Super Art: Houyouku-Sen 


TARGET COMBOS 


Houyouku-Sen is so good that there is really no reason to consider her other super arts. Her obrl* 
ity to control the fight on the ground is unmatched by her other two super arts. While Chun-Li 
lacks a solid anti-air with Houyouku-Sen, the way it dominates if on the ground more than justi- 
fies selecting it With two levels of super mater, one + + AIK hit can potentially lead to a double 
super combination, almost ensuring victory that round. 




* / * HP HP 

Passable in air-to-air situations and far juggles after 
Hauyauku-Sen. Use it to build super meter by 
lumping backward and whiffing the HPs. 




COMBOS YOU NEED TO KNOVII 


6 HITS 

TOTAL DAMAGE: 42 
+ + HP -> EX Spinning Bird Kick 

Goad for punishment situations. 
Knacks dawn. 

20 HITS 

TOTAL DAMAGE: 6 7 
4 + MK Houyouku-Sen, 
super jump cancel the last hit and 
juggle with HP HP 

Does a ridiculous amount of dam- 
age and leads la the high/low set 
up of your choice after the air 
chain in the corner. 

20 HITS 

TOTAL DAMAGE: 66 

Close HK, super [ump cancel -> 
Houyouku-Sen, super jump can- 
cel ihe last hit and juggle with HP 
HP 

Dues a ridiculous amount af 
damage and leads lo the 
htgh/low set up of your choice 
after the air chain in the corner. 


20 HITS 

TOTAL DAMAGE: 72 
CROUCHING OPPONENTS 
ONLY 

HK linked into Hauyauku-Sen, 
super jump cancel the last hit and 
juggle with HP HP 

Verifiable. HK goes over an 
assortment of Saw attacks, mak- 
ing this a good way to land a 
super art if it hils. Does massive 
damage and leads to the 
high/low set up of your choice 
after the air chain in the corner. 

21 HITS 

TOTAL DAMAGE: 58 

Close HK, super jump cancel 
Kikou-Shou 

Verfiable and inflicts decent dam- 
age. Knocks down, 

21 HITS 

TOTAL DAMAGE: 57 

* + MK Kikou-Shou 


3 HITS 

TOTAL DAMAGE: 24 

Anli-arr Ycusou Kyaku, |ug^= 
with a semi-late Yousoo Suftofei 
Da before landing; immediate^ 
upon touching the ground, jugm 
with + + IP 

Setting up on opponent to get fi 
by this combo is tricky. After tk 
± + LP [uggle, dash to the otha 
side of the opponent just be*:" 
ihe flip recovery far a canfuaj j 
side switch trick. It's possible 1 
dictate which side Chun-Li e - : 
on by dashing forward at diffs 
ent times: earlier la get behat 
and later la stay on Irani. 
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takutsuken 


Chun- Li's strotegy is to control the ground. With Houyouku-Sen, she is 
~e dominant zoning fighter. She oulronges and oulpokes almost every 
:mer character. Anytime she has a single stock of super meter, she 
comes a scary opponent. Any hit can combo into a super art, leading 
: on opponent's life bar being halved. Concentrate on landing * + MK. 
4 - MIC -> Houyouku-Sen is the only combo Chun Li needs. Everything 
Me is style points {which aren't tallied by the game]. HK goes over all 
w pokes and links into super oris. Close HK provides on up-close mid 
attack that verifies into a super art. Hakkei and MP heat out almost 
: ery other ground move, and cancel into super art on reaction. All of 
ii«e moves" ahilily to combo into Houyouku-Sen make (hun-LI r s 
round gome nearly unbeatable. 

4 + MK is especially important; it's fast r has a greet reach, and is prac- 
"zalty unpunishable. It's possible to cancel 4 + MK into Houyouku-Sen 
r any point in the move, even into the very last recovery frames.This 
uxury of time and ability to verify deeply into the move makes Chun- 
. absolutely deadly. Keep opponents at bay by zoning with 4 + MK. If 
:nyone gels close, they ore mstnatly at risk of 4 + MK 4 super art, 
Position Chun-Li just outside of her opponent's longest low poke range. 
: : whatever it takes to bolt an attack, then quickly 4 4 MK super 
the recovering limb. Ibis slrntegy is so frustrating to play against, it 
:ien causes other players to go on the defensive, or resort to unsafe 
todies to heat Chun-Li. Against slower characters, stay well out of range 
H buffer super art motions while using Hakkei or 4 + HP 
i an opponent starts playing defensively, start kora throwing repeatedly. 
/ jn-ii's koro throw range is outside the reach of most fast pokes. At her 
maximum karu throw range, she is safe from most forms of verifiable 
winter attack. Opponents are forced to guess whether a throw Is coming, 
■ order to tech a throw, opponents must either stand up and throw, or 
::"ian select and commit to 4 + LR Performing either of theso in antiti- 
:den of a throw leaves them open to 4 + MK, and Houyouku-Sen, 
hen thun-U is less of a th real when she doesn't have any super meter 
“irked. She has no high damaging comhos or means to punish whiffs in 
: oig way. Play a similar game plan by staying out of range, zoning with 

4 + MK and Hakkei, and punishing 'whiffs from long range with HP until 
>~3 builds up a super meter slock. Another option is to keep away and 

Id meter before attacking. Whiffing Hakkei builds meter quickly, and 
_ :ps dashes and rush down pokes at the same time. If an opponent gels 
;se, use jump HP HR Jumping hack and forth and using this chain 
: □ good way to control space if Chun-Li's super meter is empty. 

Peking into comers con be turned to your advantage when trying to 
: :y keep away. Super [ump toward the wall and use Snnkaku Tobi to 
:r clear of pursuing opponents, or use Yousou Kyaku if the opportuni- 
ty presents itself. If the Yousou Kyaku Is h la eked, Chun- Li bounces off 
ri continues in her original direction. Once Yousou Kyaku connects (hy 
1 :cktng, bitting, or being parried), Chun-Li's [ump slate is reset, ailow- 
■; another move, attempt to hi I, or air parry any counter attack. With 
0 least one full meter available, there is no need to run away anymore, 
:y on the ground and start up with * 4- MKs. As soon as one connects, 
ncel into Houyouku-Sen. Then concentre fe on building up meter again, 

5 Jn-Li lacks a solid, all-purpose anti-air move, hut she has ways to deal 
•Hi incoming attackers, (hun-U walks quickly, allowing TiEr to walk 
Her most cross up attempts. Use 4 + MK or close HK to punish them 


upon landing. If you feel confident that they will not attack in the air, 
hit them out of the air with stand fob. As they flip over and land, dash 
under them far a sneaky cross up. If you possess quick reflexes, jump 
and meet opponents in the air with either HP HP, or air throw. 
Another great air option for players with quick reflexes is to super jump 
toward opponents and use Yousou Kyaku. If it hits, juggle with Yousou 
Suitnlsu Da, land, and juggle with 4 + LP for 0 reset. From there, dash 
under for a ground cross up. 

VUAKEUP GAME 

Chun-Li is deadly staying at her maximum kora throw range or moving 
dose 10 a waking opponent,. From close up, ih rowing is always an 
option. Most players expect Chun-Li to throw from fur away, so on in- 
your-face throw is always a surprise. A tick, throw with * + LK is 0 good 
option. 4 4 LK has frame advantage, so Chun-Li is able to attack again 
before they con hit her Hie two best options off of 0 + + LK tick are 4 
+ MK, and dose HK, 4 + MK can't be parried high. If it hits, cancel into 
Houyouku-Sen. Close HK can't be parried low. Super jump cancel an 
reaction and cancel into Houyouku-Sen. If either option is blocked, 
Chun-Li Is still In 0 good, dose range to walk up and kora throw, or get 
into position for 0 UOH *■> super art. At this distance, opponents may 
try to attack. This Is a good time to go for a HK over their poke, [f it bils, 
link info super art. 

When getting off the ground, Chun-Li has 0 greof wnkeup move, EX 
Spinning Bird Kick goes through all low attacks, and cun be used from 
up close, or from a short distance away. It also has the property of suck- 
ing in cppunenls. Don't rely an il solely; certain high attacks beat it and 
it's vulnerable If blocked. 4 + LP is great in wake up situations. II is the 
faslesl normal move and cleanly defeats any move or throw attempt. If 
parried, immediately cancel Into EX Spinning Bird Kick. Close HK is 
another good move in dose situations. It comes out reasonably fast and 
has high priority. Use il to beat throws and low parry a [tempts (of the 
anticipated 4 4 LP). If it hits, super jump cancel, ihen cancel into 
Houyouku-Sen. If the oppponenl parries, super [ump cancel into the air 
to escape any throw attempt. 


Setup 5: (Against Chun-Li mid screen). After the super jump cancel 
Yousou Kyoku, jump LK, land and dash under the falling Chun-Li, 

HK, super jump cancel, then cancel into Houyouku-Sen on 0 hit. 

Setup 6: (Against Chun-Li in the corner). After the super jump cancel 
Yousou Kyoku, jump LK, land, and immediately UOH. Link Houyouku- 
Sen or a low poke, 

RANGES SETUPS FOR UOH -4 SUPER ART 

Against small, medium, and wide characters: 

{A + LK, 4 + HK), UOH Houyauku-Sen 

Against medium sized characters: 

(4 + LK, close HK), UOH -4 Houyouku-Sen 
{t 4 LK, dose HK, 4+MK},U0H^ Houyouku-Sen 

Against Ora: 

No setup is required. UOH— ^ works at close distance on crouching Oro. 

RESETS 

, Reset I: In cm air-to-air situation, hit the other airborne opponent with 
Yousou Kyaku, then immediately Yousou Suitatsu Da to juggle. Land 
and juggle with 4 4 LP to reset. Dash under to cross up fusl os the oppo- 
nent loads, 

PARRY SET UPS AND TACTICS 

Chun-Li doesn't hove a perfect anti-air move, so mixing in option select 
parries helps deal with jump-ins. As jumping opponents get near, tap 
then LP a split second later. Timed properly and the opponent attacked, 
Chun-Li parried, then hit with LR LP recovers quickly, so Chun-Li is not 
in very much danger. 

GROUND CROSS UPS 

Chun-Li can crass up Twelve, Alex, Dudley, Necro, Hugo, and Urien in 
any corner. 


SETUPS 

Double Houyauku-Sen Tricks: The last hit of Heuyouku-Sen is super 
[ump cancelable. There are many ways to set up opponents for art 
ambiguous cross up, or high/low situation ihal's difficult to read to 
properly. This is the perfect position to land a second Houyauku-Sen. 
Landing one Huuyouku-Scn am generally lead to a second super art 
about half of the time. 

Setup 1: (Against everyone in the corner). After the super jump cancel, 
HP HP early in the jump so only the first HP hils, leading opponent 
to flip back ond recover. While the screen stays concentrated on the 
recovering character, (hun-U lands off-screen, immediately UOH upon 
landing, it should be a perfectly timed meaty UOH that links another 
Houyouku-Sen. 1 1 is hard to rend to because (hun-U is off-screen while 
starting the UOH. 

Setup 2: (Againsl mosl chore cters mid screen). After the super jump can- 
cel, [ump LK to cause the opponent to flip back and recover, Chun-Li 
lands off screen. Walk forward while the opponent falls bock 1o 'he 
ground. Walk under the moment the opponent lands, setting up a 
ground trass up situation. Hesitating jus! a litlle hit allows you to uncross 
up. This is a difficult situation for opponents because they can't see 
where Chun-Li is until ihey land. HK as they land to provide enough time 
to verify super jump cancel, ihen cancel into another Houyouku-Sen, To 
make this even Irickier, use 4 4 MK. Chun-Li's crouching animolion is 
low, lo the ground. The falling player won't be able to see which side 
Chun-Li is on until they are hit. 

Setup 3: (Against most choraders mid screen). After ihe super jump can- 
cel, jump MP to cause the opponent to flip bock and recover, 
immediately UOH when (h un-Li lands. It should be perfectly mealy to 
link into another Houyouku-Sen, 

Setup 4: (Against small diameters mid screen). After the super jump can- 
cel, Yousou Suitatsu Da to knock opponents down an the ground. Quickly 
dash up and UOH over their bodies as ihey are getting up for a ground 
cross up opportunity, (lose HK immediately, super fump cancel, then can- 
cel into super art if thnl hits. Ta increase confusion, change up the timing 
of the dosh or UOH or how much you walk forward or backwards. 


FAVORABLE MATCH UP: KEN 

(h un-Li is (he only character llial can shut dawn Ken, Chun-Li's pokes 
ore quicker and deadlier lhan Ken's. A patient Chun-Li can counter 
attack any of Ken's whiffed low forwards with f + MK Houyouku- 
Sen, Stay just outside of Ken's maximum range, (hun-Li must keep Ken 
away, If Ken can't gel close, (hun-U has litlle la lean If Ken tries lu 
jump in, walk under him and 4 + MK or HK, Always maintain distance 
until you score 0 knockdown. 

If Ken corners you, learn his poke ranges like they were your own. 
There is a certain distance where Ken's low forward no longer hits Chun- 
Li, bul roundhouse will. At that distance, il is reasonably safe for Chun- 
Li to stand up for a split second to cakh ihe HK If he uses it. If (hun-U 
blocks Ken's HK high, punish him with a super art during his recovery. 
Chun-Li must block it high, because she recovers from block stuiftpck- 
er when standing. A low block recovers from stun one frome too late. 

UNFAVORABLE MATCH UP: YUM 

There isn'1 much Chun-Li con do to ward off an aggressive Yun player, 
Chun-Li must be patient and deal with ihe attacks os they came, Chun- 
Li's dominance comes from her ability to control the ground. If Yun is 
constantly jumping and Dive Kicking, he's nol open 3a + + MK 
Houyouku-Sen, If Yun starts running away ond building meter for Gehei 
Jin, try lo hack Yun into a corner before he can activate if. 

A good strategy is to try to always stay on the same plane os Yun. If he 
lumps, so should you. Don't lei him get higher, where Chun-Li can't fight 
him off. Vertical roundhouse is good to keep Yun away, if you are an 
the ground and he Dive Kicks, option parry a with close HK to cover a 
short whiffed Dive Kick attempt. If you score a knock down, then you're 
ready 3a fake control. Yun really has no way to gel Chun-Li away from 
him in 0 wake up situation. Use this to your advantage to throw him 
repeatedly, then fake him out and try to land * + MK super art. One 
knockdown could be all Chun-U needs to win. Getting that one knock 
down is the hard part. 
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Dudley 

NORMAL MOVES 


STANDING 

HP is a detent poke ot dose 
range, still inflicting good dam- 
age with moderate range. MK is a 
groat mid level attack. 
Completely safe if blocked, and it 
barely pushes Dudley away so he 
is still standing right next to 
opponents, ready to attack 
again. Links into Rocket Upper 
and Corkscrew Blow easily. 

HK possesses a fairly large frame 
advantage after it and can be used 
to verify and link Rolling Thunder. 
It's possible to whiff this move just 
outside of poke range in the midst 
of inputting on EX Machine Gun 
Blow. If opponents attack, HK hits 
and cancels into the EX Machine 
Gun Blow, scoring damage and a 
knock dawn. 


COSTUMES 
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CROUCHING 

Doubling up * + LK is a great 
opening for all of Dudley's 
supers. Fast, hits low, and it's 
flexible. 4 + HK is a two-handed 
sweep with mediocre range, its o 
juggle setup, and can lead to a 
ton of domage. This move is com- 
pletely sole if blocked. Greet for 
reset patterns. 


,i + LP 


Low Jab 


* + LK 
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Slipping Job 


Very fast overhead. Can be chained into M for extra damage. Also links 
into a Rocket Upper of Corkscrew Blow against crouching opponents. 


Very Inst and a decent amount of frame advantage oiler it. Liver 
Blow can be linked into a Rocket Upper or Corkscrew Blow. It also 
keeps Dudley dose when blocked, allowing him to set up guessing 
qomes afterword. Cancel able ond has some use in juggle combos. 


Stamadi Blew 


Gat punch that moves DirdEey forward. Okay poke at close range. 


A moving version of Dudley's HP. Super art cancelable and a good 
poke with terrific range. Hard to avoid during foot games and sale 
from the right ranges. 
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JUMPING 

Dudley can hit with HK extremely early in his fumping arc and still have enough time to link o super art when he lands due Ic its enormous hit stun. Excellent jump-in. 


Jet U p per 


S hort Swin g Blow 


ry good for keeping dose after failed attacks, 
jncel into Ducking from HK to set up 
- p/low/throw mix up gomes. Use the LK version In 
z.-iish whiffed normals during foot games ending 
Hi tr Corkscrew Blow. Ducking can he usd pass 
rough most projectiles. 


Whiffs against most crouching characters, but use it 
against large characters to their punish whiffed attacks. 


Mainly used to keep opponents from attacking or 
throwing Dudley out of Ducking during its recovery. 
Ducking Upper has some use in juggle combos, like 
after a mid screen * + HK. Use the MK version to 
punish whiffed attacks during foot gomes. 


Cross Counter 


Machine Gun Blow 


Rapid fire punch combo with great range. Passable 
for punishing whiffed al tacks, it can also be used in 
combination with HK to beat and punish some normal 
attacks on start up. It's a huge fhreal during foot 
gomes against some characters os Dudley con punish 
some normal attacks on startup, especially with an EK 
Machine Gun Blow. The EX version is a juggle setup, 
arid can be used in combos to score big damage. 


During Ducking, P Ducking Strait 


Good as a reversal or in some combos, plus it inflicts 
impressive stun damage. The EX version is faster and 
does more damage. 


During Ducking, K Ducking Upper 


THROWS 


SPECIAL MOUES 


Cross Counter is jusl that, a counter attack, ff Dudley 
s hit during this move, he counters with a rushing 
: inch. The damage of the counter oltutk depends on 
rha damage of the attack used against him, meaning 
the more damage it was set la do, the more damage 
they take. Note that Dudley still takes dnmage from 
-e attack, so its possible for Dudley to do the counter, 
-en get knocked out afterward The move is limited, 
so stick to using defensively in desperate situations 
■here you're having trouble healing an opponent's 
: ffense. The EX version hits more limes and does more 
carnage. 


Ducking 


Fantastic for avoiding and punishing throw attempts in 
wake up situations. If it's done just as an opponent tries 
to throw, the throw whiffs, which should be punished 
with the gut punch. The punch at the end ran be super 
canceled for extra damage. The EX version of this move 
does a 3 hit combo at the end, which knocks down. 




SUPER ARTS 

SUPER ART I 


+ P 


Rocket Uppercut 


Rocket Uppercut works well os anti air and does reasonable damage in 
combos. This super a 1 con be verified a ad comboed into from some of 
Dudley's most effective attacks in wake up situations, [ike 4 i LK {x 2), 
Liver Blow, and Dudley's anno zing overhead, Dart Shot, Rockei Uppercut 
has 2 super meters to work with which is 
rather important to Dudley os EX Machine 
Blow can led to impressive damage and a 
knock down during foot games. Although 
ihls super art by itself is only good at dose 
ranges, having bar for EX Machine Gun 
Blows makes Dudley a threat at a greater 
distance. 



SUPER ART II 


+ P (top P rapidly) 


Rolling Thunder 


Dudley's most damaging super ail It has great range and can be tom- 
bad into from 4 + LK (x 2), or verified and linked after a maximum 
range HK. However, the damage is not as good as It could be for a super 
art with a meter this size, Dudely gets a single super mater stock, mean- 
ing no EX moves. Rolling Thunder does not 
combo off of Dudley's Dart Shot, which is a 
huge disadvantage considering how goad 
Dudley's wake op game is when he can link 
off of that move. 



SUPER ART III 


* * * * v * + P 


Corkscrew Blow 


Dudley s leas! damaging, but most flexible super art. The super meter 
is small, hut you get three stocks which great for EX usage. This super 
art comes out quickly and has plenty of priority. Use it la punish a vari- 
ety of blocked normals that are usually safe from dose ranges. 
Corkscrew Blow also combos behind 
Dudley's most important dose range 
attacks, like f + LK fx2), Liver Blow, and 
Dari 5 hoi. Corkscrew Blow can also be used 
la combination with Ducking, which goes 
through projectiles, la punish an opponent's 
projectile recovery. Punish whiffed normals 
with Ducking (IK] -4 Corkscrew Blow, 
allhough you must he fast. 



Recommended Super Art: 

Rochet Upper or Corkscrew Blow 

Both supers provide enough stuck far EX moves, keeping EX 
Machine Gun Blow available to help Dudley's poke game. Both 
supers also combo off of Dudley's most important attacks. 
Although Corkscrew Blow has a few more uses. Rocket 
Uppercut dees mere damage consistently than Corkscrew Blow. 

COMBOS YOU NEED TO KNOW 


TARGET COMBOS 


3 BITS 

TOTAL DAMAGE: 39 
HK ^Jet Upper [HP} 

3 BITS 

TOTAL DAMAGE; 36 

* + HK, juggle with an Immedi- 
ate Ducking Upper (MK) 

4 HITS 

TOTAL DAMAGE: 43 

* + HK walk up a bit and jug- 
gle wilh a late Liver Blow ->Jet 
Upper (HP) 

11 BITS 

TOTAL DAMAGE: 59 

HK -> EX Machine Gun Blew, 
walk up a step and juggle wilh a 
late Liver Blow -4 Jet Upper {HP} 

13 HITS 

TOTAL DAMAGE: 59 

* + IK, 4 +LK -4 Rocket Upper 

7 HITS 

TOTAL DAMAGE: 45 

* + LK, 4 + LK -4 Corkscrew 
Blow 

6 HITS 

TOTAL DAMAGE: 56 
CROUCHING OPPONENTS 
ONLY 

Dari Shot linked to Corkscrew 
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12 HITS 

TOTAL DAMAGE: 68 
CROUCHING OPPONENTS 
ONLY 

Dart shot linked into a Rockei 
Upper 

7 BETS 

TOTAL DAMAGE: 71 
4 + HK, walk up and juggle with 
a late Liver Blow -4 Jet Upper 
(HP) -4 Cork Screw Blow 

9 HITS 

TOTAL DAMAGE: 67 

HK linked into Rolling Thunder 

10 HITS 

TOTAL DAMAGE; 65 

4 + LK, 4 + LK -4 Rolling 
Thunder 

22 HITS 

TOTAL DAMAGE; 7! 

HK -4 EX Machine Gun Blow, 
walk up o step and juggle with a 
late Liver Blow -4 Jet Upper (HP) 
-4 Rocket Upper 

6 HITS 

TOTAL DAMAGE: 57 
WORKS ONLY AGAINST 
CHUN-LI, 0, ORO, ALEX, 
IBUKT, MAKOTO, ELENA, 
NECRO 

4 + HK, juggle with another 4 + 
HK just before they hit the 
ground, repeat 3 more times, 
then jump forward end juggle 
with o jumping HP 


LP -4 MP -4 MK 

The firsl and last hits miss crouching characters. The 
last hit is super cancelable but the damage Is hardly 
worth the effort. 



- + LP -4 MP 

The second hit is cancelable, however it whiffs versus 
mast crouching characters. There isn't much Dudley 
can cancel Into, except c super art, that will hit from 
ihol range. 



4 +LK -4 MK 

Quick chain slatting off of a low attack. Doesn't do 
much damage, but it's safe and keeps Dudley close 
after it hits. One of Dudley's few safe low options. 


'CD 1 


MK HK -» HP 

Starts off of a mid level attack, hils crouching char- 
acters, ond does passable damage. 

[cc I 
"CD | 


LK MK -4 MP -> HP 

Dudley's second most damaging chain, Whiffs versus 
crouching opponents. Would be a better choice fur 
punishment situations if HITTleHJppef (HP) didn't 
do signified nlly more damage, stun damage, and 
knocked dawn. 

[CD 1 

[ col 




□D 


■* + MK MK -» HP 

Dudley's mast damaging chain. Starts off of a mid 
level attack and does good damage. Fairly safe os ( 
well. I — — 


1 i 

r 

4 + LK -4 4 +■ MP-4 4 + BP 

Mare damaging chain opening with 4 + LK. The Iasi 
hit tends to whiff against crouching characters. Still, 
it's passible la verify if whether the opponent is stand- 
mg or not when going far this chain. Use wilh caution. 

'CD 

. 



MP -> MK -4 HP 

Has had range and misses crouching characters. Nol 
Dudley's best option. 

'm 1 

'CD 

- + HK -» MK , , , , ™ 

Decent damage and worth doing if you don't have a 
super art !a link off of it. 

w 

'CD 



>l i 
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STHHTEEU 



imping Elbow 


I ,:ley is q great character if you like to altack. His jump gives him 
great ability to attack effectively, Dudley keeps close to the ground, so 
racks ore available early in his [ump when compared to other charoc- 
rs. Add to this the fad that he has two incredible jumping attacks with 
red hit stunc jumping HP and HK, Dudley can hit witnjumpmg HK from 
r apex af his jump, then still have time to land and link □ super art, 
•tiich makes jumping in easy. Opponents must react quickly to Dudley's 
-Hip, and since he can use HK at any point in his jump and still conned 
•s super art when he lands, it ts difficult to parry this jump-in. 

Once Dudley jumps in, he is usually positioned right next to the oppos- 
ng fighter. From there he has a variety of mix up options that stem 
^am Dart Shot mind games. The block stun from his lumping attacks is 
ang, so tl is just like he is in a wokeup situation. However, if a jumping 
.Mock lands, go ahead and tack an a combo for big damage. If a jump- 
ng UK hits, immediately Rocket Upper upon landing, if lumping HP con- 
neds, juggle with a big EX Machine Gun Blow combo. 

After a blocked jump in, the best move 1o go far is Dart Shat, It comas 
3ut quickly, and generally hits in this situation because most players 
habitually block low after a jump in. However, Dudley's fast overhead 
breaks all the rules. Blacking low is never safe against Dudley. You are 
forced to guess when caught in ifiis situation, if Dudley gets close and 
ne has meter, a super art is guaranteed half af the time if he keEps mix- 
ing it up between high (Dart Shot) and low U + LK (x2)). This is why 
Dudley must attack and get in close. Be barely has a ranged game. Be 
is all about getting in on opponent's face and dealing damage. 

Dudley has many other options thot score some damage and create 
openings when he is close offer a jump-in. Immediately jumping straight 
up upon landing works very well. Hit foes with jumping HK early on the 
way up, then land and do either the high/low mix-up, or throw. 
Alternately, jump in with HP, but hesitate before throwing an opponent 
after landing . For the next time, jump in with HP, then Immediately 
Swing Blow (LK) after landing. If the opponent tries to anticipate a 
throw and whiffs, cancel into a super art on reaction to a hit. If they 
block, you remain safe. 

Another option when jumping in is to do nothing, and land and hit law 
with 4 + LK, 4 + Ml! 4 + BP ground chain. It slorls low, and hits more 
often than it should because players lend to block high after a Dudley 
empty jump. Throwing behind an empty jump in is a good option os 
well. This is a good setup lor the next empty jump in, which should he 
an immediate Short Swing Blow canceled into a super ad, fa hit throw 
attempts. Parrying is also another option for Dudley when jumping In. 
His jump is so low that he is usually nearing the end af his jump by the 
time opponents react to it and start on anti air. The timing to parry the 
anti air should be around ’lie same time near tbe end of Dudley's jump. 


For the rare occasions where you aren't being aggresive and ace in a 
ground gome (anytime you don't have any super meter}, HP and HK 
are goad pokes. Against same characters (such os Hugo}, sit back and 
buffer FX Machine Gun Blows into his HP as Dudley whiffs them from 
across the screen. If the tips of any pokes are hit, the Machine Gun Blow 
automatically comes out and leads to a juggle opportunity, 

MP is another goad poke on the ground in situations where an opponent 
gets close. Buffer Duckings into whiffed MPs; if any MPs hit, a Ducking 
executes automatically and moves Dudley dose enough to his opponent 
to cancel into a super art. This tactic is especially useful after tecbed 
throws. Characters with fast dashes might dush in after a tec bed throw 
to continue to pressure. Slick out MP to stop these dashes and create an 
opportunity to land a super art, 

Dudley has a few good anti air choices. HP by itself is goad If he is far 
enough away from opponents, ft cancels into a Jet Upper to juggle for 
extra damage and defeat parry attempts. An EX Jet Upper also works 
well as anti-air. An interesting anti-air maneuver is to da a Ducking (HK) 
under opponents ta cross them up on the ground, then either Corkscrew 
Blow or Rocket Upper from behind, which is fairly easy to do. Input the 
command for Ducking, then do another QCF -r- punch in the same direc- 
tion and the super a rt automatically comes out, but in the other direction, 
towards the opponent. Dudley pulls this off quickly end it is hard Ic react 
to. Great for confusing opponents lhat like to jump in and parry often. 

MAKEUP GAME 

Dudley has the most intimidating wakeup gome out of the entice cast of 
characters. What makes him so scary is his ■* + HK overhead altack, it 
comes out too quick to read la. Dudley can link super arts 1 or 3 after 
a hit far easy verified damage. He can also go law into his super arts 
viu 4 + LK xZ. Both of these attacks are nearly instantaneous, so your 
opponent has to guess which way Ea block an wake up. This can lead to 
Dudley landing a super nearly 50% of the time an wake up. 
Knockdowns ore incredibly important to Dudley. Against characters that 
ran get hit by low roundhouse x6, ihey also have the misfortune of 
being able to lose a ton of life without Dudley even having to use any 
super meter. There is no right answer for what they should do in this sit- 
uation. Dudley simply owns you on wakeup. 

Even if Dudley's moves are blocked, he is still In range to remain a 
threat. After doubling up r + LK. Dudley remains in perfect range to 
attempt a Dart Shat and link into super art If it bits. A DON linked in to 
super art should be able to reach as well. After a blocked Dart Shat, 
Dudley is within range to either walk up and ihrow, ar walk up and * 
+ LK (xZ) and verify a super art after a hit. Dudley always has quick 
and easy ways ta land a super art from up close and ts a legitimate 
threat when he is close on tbe ground. 

After Dudley knocks down an opponent, especially in the corner, throw 
his rose to hi! opponents on wakeup; -The rose keeps them pinned dawn 
if they try la jump. It even bents same wakeup moves. If lime allows for 
It, always taunt and throw the rose on wajeeup. It forces opponents to 
stay on the ground and guess between high or low. 

The main thing Dudley must worry about when he is pressuring oppo- 
nents on wakeup is random super arts and high priority moves. 
Throwing the rose virtually eliminates this threat. Opponents may be 
able to da a super art through the rose and bit Dudley, assuming he 
does a move, that is. Since they can't jump away, their only options are 
block, parry, or wakeup super art. If Dudley blocks after throwing the 
rose, he creates a stalemate. Neither character gets a hit, hut Dudley 
wins because be remains close, exactly where be wants to be. 

When Dudley is the one getting up off the ground, he has a few decent 
options la keep pressuring opponents off of him. An EX Jet Upper works 
great, although it's risky. All of his super arts work great os wakeup 
options if you don't mind taking d big risk. Parrying is always an option, 
although blocking is much so for. Doing a Short Swing Blow an woke up 
is a good idea. It get Dudley away from throws and 4 + LK licks. 


SETUPS 

Ranges setups far UOH super ar! 

Against small, medium and wide sized characters: 

(4 f IP (x2)), UOH -4 Rocket Uppercut, 
Rolling Thun deg Corkscrew Blow 

(4 + MP), UOH -^Rocket Uppercut, Rolling Thunder, Corkscrew Blow 

RESETS 

Reset 1: Against characters that Dudley can connect 4 + HK (x6) in the 
corner, he con reset them back on their feet at the lost hit 1o set up a 
mix-up that ran lead to more damage. Connect with five 4 + HK, then 
jump towards them and use HP to reset them. When they land, expert 
opponents to block low, which is the safest thing to do in this situation. 
Right when Dudley lands, use Dart Shot, and link into Racket Uppercuf 
or Corkscrew Blow. The next lime you ore able to connect with 4 + HK 
five times, reset with jumping HP again, and as opponents recover, they 
will probably block high in anticipation af the incoming overhead altack. 
Hit them with 4 + HK and juggle them for 5 more hits. You could even 
juggle with o super art on tbe way dawn. 

Reset 2: After hitting with an air to air HP and Dudley lends first, imme- 
diately do a Ducking (HK) to catch up with your lolling opponent, and 
immediately cancel into Corkscrew Blow for the reset juggle. 

PARRY SETUPS AND TACTICS 

Dudley is often going to attack o waking up opponent with Dart Shot. It 
comes out fast, so even changing its liming even slightly can throw off 
an opponent's attempts to perry it. Some p layers may try to hit Dudley 
before he gets this move off. Since the command involves a forward lap 
of ihe controller, press it forward a split second before pressing HK, This 
way Dudley option parries any mid level attacks that might be thrown 
hrs way before going into Dart Shot. 

GROUND CROSS UPS 

Dudley can cross up Twelve, Hugo, Metro, in any corner. 

Dudley ran cross up Yuo, Yang, and Cliun Li mid screen. 

FAVORABLE MATCH UP: TWELVE 

Twelve is very annoying to fight against from the start. He flies mound 
and is hard la hit. He jumps much higher than Dudley and beats him out 
In tbe air easily. However, if Dudley is able to score a knockdown, it's all 
over for Twelve, Twelve has ne answer far Dudley's wakeup game. 
Nothing short of a random X.N.D.L is going to get him out of o corner. 
If Twelve has no meter, he's done. All Dudley needs to do is throw the 
rase to keep him grounded, then keep mixing it up between high and 
low attacks. 

UNFAVORABLE MATCH UP: RYU 

Jumping is Dudley's main way to get close to setup his wicked guessing 
and mind games. However, Ryu con keep Dudley from getting sn by 
zoning with his HK, It can hit Dudley at any time during his jump, even 
at the very beginning. That move covers plenty of space, and it is hard 
for Dudley to get over rt. It also beats Dudley's HP trnd * + HK when 
done at the right time. Also, Dudley must always be on the lookout for 
the random FX Hadouken, 

For Dudley to win this match, he must score a knockdown so he can get 
dose to start his mind games. Jumping isn't the best avenue to achieve 
this. Look for Ryu to whiff a HK, then do a Ducking (HK) to get dose 
before he fully recovers and knock him down. From there, Dudley must 
get In Kyu's face and keep landing super orts and knocking him down. 
Don't get discouraged. Be patient, nod wail for Ryu to leave himself an 
open for on attack. 









LK n good for setting up tick 
throw and guessing games in 
general. This move has a detent 
amount of frame advantage after 
it. HK comes out high, moves 
Elena forward and goes over low 
attacks. This move is a great 
offensive normal at dose range. 


GUARD 


GUARD (m 

PARRY ?h7l 


Roundhouse 


GUARD fn/L 

PARRY ( T 


GUARD fjl/L 


Fast overhead with amazing range. Can be done from very far away. 


Very fast overhead that moves Elena forward. Good range. However, 
it has a rather forge frame disadvantage after it when blacked, mak- 
ing It rather unsafe. Kill this recovery issue and add frame advantage 
la the move by doing it early against a fallen opponent waking up, so 
that it hits meaty. Although difficult, not only does it make the move 
safe, but you tan even fink a Spinning Beat or a Brave Dante after it. 


Round Arch 


ELena 

NORMAL MOVES 


A leaping kick that moves Elena backward. Unbelievable priority. 
Because Elena is considered airborne while doing this move, il is 
invulnerable to throws and low attacks on start up. Can even beat o 
Gigas Breaker when timed carte ctly. To add ta its usefulness, it hos o 
nice frame advantage after it, making it completely safe if blocked, 
it's even possible to link o Brave Dance after this move if done meoty 
on a character waking up! 


Good range. Goad during fool games as it's hard to make it whiff. 
Catches many players standing up trying to walk backward. 
Vulnerable if blocked from dose range. 


J 
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CROUCHING 

* 4 MP is a mid level [reaching 
< ck and is Elena's main opener 
; or combos. II has ihe slronge 
properly allowing her to cancel il 
nlo super arts much later into its 
etovery I ban mosl norma! 
attacks. Just enough lime lo ver- 
7 a hit before canceling into a 
: jper art, all bough ifs difficult to 
©cecule. 

4 4 MK is fast with good range. 
■ works as u decent offensive 
poke. 


4 + LP 


Low Jab 


*4 IK 


Law Short _ 


START UP 


LUGDGD.H UJGDGD 



mfril Startup CDfn 


'parry TC 



._ i_+ MP _Lpw SjLong 4 +JHK 

'start up ~ R ifn ' 


GDGDGD 



GUARD fj 

''parry (X, 


Low Forward 


• GUARD flVL 
'PARRY (fj/L 



4 + HP 


4 4 HH Low Roundhouse 


STARTUP [ 7 Ifn STAR T UP }\ 



TGDGlDGQ S fGDCDCXJ 
M 


GUARD - 


PARRY ( H 



JUMPING 

jin ping M is a decent crass up 
:nd and con be used in combina- 
' : an with a super jump far 
ambiguous cross ups. Jumping 
forward or backward wilh HP 
adds a frame lo its startup, but 
■fherwise remains identical. 


t *LP 


Ju mping Jab . 


t 4 IK 


GUARDfT 
"parry [R^ 


Jump in g Short 


STARTUP mQ [ "STARTUP (_jJf fT 





□ 


□□g: 


"GUARDfT 

"parry fT 



o 

GUARDfT 


PARRY f H 


t +JAP Jumping Str ong 


START UP ;Gr][Ti 

rut -r) sa 

[□ 

"GUARD f" H 

"parry fT 


■ MK Jumping Forward 


t > HP Jumping. Terci 

"STARTUP ( 6 fr 

OGGi pBQ 

□ 



r START UP ( 7 ]? n 

I0GG i 

Id 

"guard f"H 

"parry fT 

f 4 HKJu mjjiri^ Rau nd bays e_ 
"STARTUP l l[fl' 


□ 


GUARDfT 
"PARRY (t. 


GUARD ( H 

"parry fT 


THROWS 

LP + LK Log Lift ThrowN 



SPECIAL MOVES 


Mallet Smash 
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4 * + K 


Scratch Wheel 



4 * + K 


Lynx Tail 



GD 

f GD 

[QD 

[QD 

"gd 

"GD 

"GD 

"gd 


•* i ■+■ + K 


Rhino Horn 


Rotating overhead kick. Has u very slight frame 
advantage afler it. Fairly sfow and vulnerable to par- 
ries if abused. MP version can be linked after with a 
Spinning Beat or Brave Dunce, while HP version can 
finks into tt Spinning Beat, Brave Dance, or a LK 
^Scratch Wheel {HK). The EX version conies out 
faster and has a slightly longer frame advantage at 
!he end of it. It's possible to link a Spinning Beal, 
Brave Dance, or a LK -^Srraltf Wheel (HK) after it. 



"qd 

f GD 

\ 

fo: 

! lo : 

[GD 

"gd 

"GD 

GD 

"GD 


Button strength determines haw for the Rhino Horn 
travels. It has frame disadvantage, aid hough the 
block stun is deceptively long, usually making il safe 
if blacked. Whiffs versus, most crouching characters, 
[an he rather annoying for large characters, like 
Hugo end Q, that cannot duck under it. EX version is 
foster, does more damage, ond puls characters into a 
hardly notice able juggle set up. Can he used in com- 
bos storting with an EX Spin Scythe for massive dam- 
age and juggle opportunities. 


4 K 


Spin Scythe 


Rising uppercut with a kick. Decent for cembos in 
punishment situations and as a reversal. EX version 
hits more times and has more priority. 


^ «r 
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jt 

■4 # 

w 
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Multi-hit low kick attack with good range but terrible 
recovery. Linking on LK or EX version from # + MP 
ore both pcssiblities. The EX version hits more times. 
However, the Iasi hit completely whiffs vs. mosl 
crouching characters. There's na reason to use ibis 
move over an EX Spin Scyihe. 


Input + * * + 1 again after ihe second hit for a 2 
bit follow up. 

Very slaw and standard inputs do no! combo. Cun be 
used to set up the following guessing game: do QCB 
4 HK, after the second hit, don't do the follow up, 
instead opt for a walk up throw. The next time you 
get a chance, do QCB + HK, when opponents antici- 
pate the ihrow after the second hit, do the two hit fal- 
low up. The EX version of this move comes out faster, 
is comboable, and puts opponents into a juggle set 
up if you don't do the 2 hit follow up, which is 
extremely useful for high damage combes. The EX 
version's follow up doesn't put opponents into a jug- 
gle set up, and does about ihe same amount of i&m- 
ago. Heavy recovery loo. It's besl to ovoid using it. 
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SUPER ART II 


SUPER ART III 


SUPER ARTS 


SUPER ART I 


+ * >* 4 * ■+ 4- K 


Spmninq Beat 


lena dees three repeated Scratch Wheels for a decent amount of damage. 
This super art has a high [aggie potential in the earner. Use il to finish on 
EX juggle. It combes on the ground easily, and you cun hit confirm il with 
o kite * + MR cancel, but only from close rouge. Spinning Beat cannot be 
used to punish whiffs or stop dashes from 
mid range. Il can work as a decent anti-air. 
With 3 slocks, and a small super meter, EIhuq 
will he able to use Spinning Beat and her 
great EX moves often. Goto use Elena can 
only combo directly into Spinning Beat from 
such dose range, this super could also be 
used solely to slock meter for EX moves to 
fight from longer ranges. 



jr > ^ + K Brave Dance 

In the corner, tack on on extra hit after the super with a Scratch Wheel 
(MKL II has a longer super meter than Spinning Beat, but it also does 
much more damage. It stocks two super meters, so Elena has the option 
to use EX moves and still have her super art available. Brave Dance com- 
bos nicely off of i + LK and * +■ MR You 
con late cancel 4 + MP to verify o combo 
into Grave Dance from almas! ihe entire 
length of the move, and if you cancel it 
early, il combos from the very tip of her 
foot. Ibis gives appponents o reason to fear 
her in dose. Used in tandem with her long 
kora throw, Elena is sure to find openings to 
land a clean + + MP super art. Brave 
Donee has o quick start up, use it to punish 
any blocked moves with heavy recovery. 

One thing to look out for, Eleno flies for- 
ward with a slight upward incline as ibis 
super art starts up. it has a tendency lo randomly go over Chun-IT and 
miss her completely, even if combo ed into, because of how low her 
couching animation is. 



Recommended Super Art: Brave Dance 

Brave Dance gives Elena the necessary range to verify into super arts that makes her ground gome much more solid, + + MP -¥ 
Brave Donee allows Elena to keep people from rushing in on her, and apply pressure from her exceptionally long kora throw range. 
The constant threat of + + MP Brave Dance allows you to constantly kora throw, and It is the constant barrage of throws that 
leads to openings far + + MP Brave Dance, 


COMBOS YOO NEED TO KNOW 


7 HITS 


4 HITS 

TOTAL DAMAGE: 35 

+ + MP -> Roundhouse Scratch 
Wheel 

Okay for punishment situations 
when you don't have super meter 
for anything else. Knocks dawn. 

7 HITS 

TOTAL DAMAGE: 47 

k + MR EX Spin Scythe, when 
you recover, jump towards oppo- 
nent and juggle with a semi early 
MP -> HP air chain 

High damage combo that leaves 
Elena with n positional advantage 
flial could lead to more damage. 
Goad for punishment situations. 
After the air chain Elena is free to 
dictate which side she will be on 
when opponents land, by sillier 
dashing under and behind before 
they land from the air chain, or 
walking forward to stay in front. 
Ambiguous and hard lo react to. 


TOTAL DAMAGE: SB 
CORNER ONLY 

* + MP-> EX Spin Scythe, when 
you recover, immediately [uggle 
with a Scratch Wheel (LK), when 
you recover, juggle again with o 
Scratch Wheel (HK) 

High damage corner variation of 
the typical EX Spin Scythe juggle. 
Good for punishment situations. 

TO HITS 

TOTAL DAMAGE: 64 

* + MP-> EX Spin Scythe, when 
you recover, immediately juggle 
with EX Rhino Horn, juggle again 
with a lale Scratch Wheel (HK) 

High damage combo that's good 
far punishment situations. Knocks 
down. 

8 HITS 

TOTAL DAMAGE: 54 

Meaty Handstand Whip linked 
into Spinning Beat 


11 HITS 

TOTAL DAMAGE: 70 
Mealy Handstand V7h[p linked 
into Brave Dance 

Verifiable. Okay way to land n 
super art off art overhead. 
Difficult, Handstand Whip must 
be done early against on oppo- 
nent waking up. 

8 HITS 

TOTAL DAMAGE: 51 
A + MP Spinning Bent 

Verifiable way to land a Spinning 
heat. Knocks down. 

11 HITS 

TOTAL DAMAGE: 65 
+ + MP Brave Dance. 

Verifiable way lo land a Bravo 
Dance. In the earner, juggle with 
a Scratch Wheel (MK) after 
recovering from the super art 
versus most characters for extra- 
damage. Generally not worth the 
effort, hut does knocks down. 



Verifiable, Okay way to land a 
super art from an overhead. 
Difficult, and Handstand Whip 
must he done early against an 
opponent waking up. 


t * + * v + + ? Healing 

Elena recovers up to 1 /3 of her health with tills super art. As she is heal- 
ing, she is completely vulnerable. You can stop the super before fully 
healed by pressing PPP, The safest set up to use healing is after a throw, 
Elena I h raws opponents away far enough to where she can fully heal 
without getting hit. One throw con change 
the outlook of the round. Unfortunately 
Healing only slocks one super bar, so if 
Elena plans to heal herself, she cannot use 
any of her EX moves. Without EX moves or 
a super art that does damage, Elena's 
combo possibilities are rather limited, Eleno 
must rely on her fast pokes, overhead 
attacks, and karri throws to do mosl of her 
damage. Elena's normal moves are good, 
but she must hit opponents many more 
times than if she was landing Spinning Beat 
or Brave Dance often. Sometimes you may 
only get 1 or 2 openings far big damage in a round. Healing Elena will 
not be able to capitalize on these opportunities. 



TARGET COMBOS 


JUMPING (x2) LP -> JUMPING MK 

Fast 2 hit air chain. Good versus players who often 
anti-air parry. Although Elena has a variety of multi 
hit jump attacks and chains, this Is by far the mosl 
flexible as it can be done much later in fhe jump than 

* 

' bb 

olhers. 



JUMPING (x2) MP JUMPING HP 

Slower, more damaging 2 hit air chain. Steep upward 
angle, good for meeting another player in the air 
with a jump attack In anti-air situations. Nol only 
does it do good damage and hit twice, giving oppane 
parry, but if it hits lumping opponents, Elena lands beh 
allowing her to dash under and behind them |usl befor 
for an ambiguous side switch trick. Create further cai 
this trick by sometimes not dashing a I all, staying in fre 
nents just before they land, effectively making them j 
side Elena ends up on. In ether situation, mix up with tf 
your choice, UOH linked into Brave Dance ar Spinninc 
throw if you think they will guess correctly and block. 

IxT 
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nts more lo 
ire they do, 
c they land 
ifusion into 
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guess which 
ie combo of 
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HP HK 

Slaw, damaging 2 hil chain. Slow start up and bed 
range, must be directly next to opponents to guar- 
a nice bath hiis connect. It has a small frame advan- 
tage after it, meaning it's completely safe. Elena's on 
super combo. Still, not exlremely useful. 

"QD 

■ GD 

ly safe non 


MK -» t + HP r [ 7 ) 

2 hit chain ending wilh a launching kick. Knocks V p— 
opponents fairly high into the air, allowing Elena ia | — ' 

get into prime eltock range just before they get up, 
whether they quick recover or nol. However, ihe last hit of this 
chain has a huge frame disadvantage after it, meaning it's heavi- 
ly open to attack if blocked. 
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Knee Attack 


Elena has some of the game's best pokes, which keep opponents frus- 
trated at long range, 4 + HK and Sliding are greal for sneaking under 
high attacks, and her h vc command overhead attacks will keep ihem 
guessing. Use 4 + MP os her main poke of a distance and to punish 
whiffs, beat out other attacks, and prevent characters from rushing in 
on the ground. 

Elena docs most of hor damage off of Brave Dante and kara throws. 
The more you throw, the more likely they veil I make a mistake I hat leads 
So an opening for 4 + MP -4 super art. Elena never has la get too dose 
if she doesn't want to. Slay at her maximum kora throw range and frus- 
trate opponents with repented throws. Get them to attempt a lech, then 
react with a 4 + NIP 4 super art. 

Elena has many great jumping attacks, Most come oat fast and hit from 
far away. Elena jumps high and can usually outreach end outrange 
opponents. Many of Elena's jumping attacks and air chains allow her to 
land before opponents. Use this os o chance to dash under them before 
they land to quickly cross them up, 

Elena hos many anti-air options when she is on the ground. Scratch 
Wheel is her most basic anti-air* If you can react quick enough to on 
opponent's jump, meet them in the air ond use any of Elena's multi-hit- 
ting oir moves. Elena also has a fast dosh, and she is fairly low to the 
ground as she does it. Use this lo avoid cross ups and jumping attacks 
from dose range by dashing under opponents and caunter-altacking as 
they land. 

Elena's Round Arch is one of the best special normals in the game. Use 
this move often to gn over low attacks and heal throw attempts. 
Whenever you are not sure what la da, go ahead and use Round AfcIi, 
Most likely II will do you some good. 

WAKEUP GAME 

Elena has many options an waking opponents because her kara throw 
range is so great. At that maximum range, many characters' quickest 
low pokes whiff. Elena is free to kora throw at will. 4 + MP also con- 
nects into super urts from this range. Throwing repealed ly is effective, 
hut mix it up and hesitate, I tying to make opponents react to a possible 
kara throw. Punish their reaction with + + MP 4 Grave Dance. V/hen 
you don't have enough meter for a super art, use Round Arch often la 
go aver all lew pokes and to stop throws. 

At very close range, 4 + LK is Elena's best tick. Fallow It up with either 
a kara throw, 4 + MP 4 super art, or Round Arch, Both 4 + LK and 
+ + MP can be parried low, so Elena has some other wake up options 
to discourage parry attempts. She can dn either Round Arch or 
Handstand Whip meaty ond link Brave Dance after it. Throwing imme- 
diately on wake up works often because many players will not expect a 
throw from such close range. 


When Elena is the one getting off the ground, If you decide not to block. 
Scratch Wheel Is goad for getting people off of her, particularly the EX 
version. A safer option is la black on wake up, and look for an opening 
to land 4 + LK / 4 + MP 4 super art. Round Arch at any lime really 
helps Elena get out of 1 rouble. She can't be thrown or hit by most low 
attacks, so II is really safe. 

SETUPS 

Ranges setups for UQH 1 4 super 
Against most characters: 

4 + LK (x2), LIOH 4 Spinning Beat / Brave Dance 
Against Ora: 

Ho setup Is required, UOH -4 Spinning Beat / Brave Dance works 
at close distance on crouching Oro, 

CORNER TRICKS 

After a throw in the corner, Elena con set up an ambiguous cross up sit- 
uation that is difficult to block correctly. After the throw, jump and press 
HK before hitting the ground. lime Elena's jump to iand exactly at the 
moment the opponent gets up off the ground. Elena lands directly on 
top, and her jump HK Extends her over both sides of the character. It is 
hard lo tell whether Elena is going to cross up or not, leading to a guess- 
ing game for opponents. This is even irlckier against opponents that 
Elena can only cross up in her awn corner ( against states, for instance). 
Always be aware of which characters you tan cross up and where you 
can do so. 

RESETS 

Reset 1: If Elena has enough super meter she cun turn an EX juggle 
combo into a setup far a perfectly distanced UOH linked into Brave Dance 
for massive damage. If you are able to tomho into on EX Spin Scythe mid 
screen, juggle with an EX Rhino Horn, then fill with LK to reset the combo 
and have them flip recover. Walk up a liny slop, then OGH, It must be 
limed perfectly to link into Brave Dance if it hits. This does not work oa 
characters that aren't [uggled by all of the hits of the EX Rhino Horn. 


GROUND CROSS UPS 

Elena tan crass up Dudley, Alex, Hugo, Nercra, Twelve, and Lr r r m 
corner. 

Elena can cross up Oro, Elena, and Chun Li only in her own cct 

FAVORABLE MATCH UP: RYU 

Elena only has one real concern when fighting Ryu, EX Hadouk^ - : I 
Elena can avoid random EX Hodaukens, there Is not much else Ryu m 
hit Elena with if she Is played correctly. Ryu has a hard time [nadirs: &e 
bread and butter 4 + MK -4 EX Hadauken combo on Elena because r 
Round Arch. This move goes over every single one of Ryu's groone 
attacks, Ryu musl resort lo throwing EX Hdinikens from a much greats 
distance because when he gets in dose, he is always ot risk of eating : 
Round Arch courtier, Ryu will not he able to kara throw either, because 
Round Arch cannot be thrown. Use Round Arch like it Is her only move. 

Once you get Ryu trained not to stick out 4 + MK or kora throw, he 
musl play much more defensively. Gel in dose and mix up kara throws 
and 4 + MR Keep up the pressure and try lo land 4 + MP -4 Brave 
Donee, 

UNFAVORABLE MATCH UP: CHUN-U 

When Chun Li has super meter, Elena is constantly at risk. Most of 
Elena's besl pokes lose cleanly to Chun Li's Hakkel and f + HR Chun- Li 
has greater range, and can keep Elena away. Even if Elena gets dose, 
she Is always a I risk for Chun -Li's 4 + MK -4 Houyoknsen. 

For Elena to have a chance, take advantage of 1 he first round when — 
Chun-Li doesn't have enough meter for Houyokusen. Chun-Li is much ^ 
less af a threat without meter. Stay out of range of her HR and 4 4 HK, 
using Sliding to get under them and punish her. Whenever Chun-Li is ^ 
dose, Round Arch over her 4 + MK. Elena can similarly do repented 4 
4 MPs ond cancel Into super arts upon o hit when Chun-Li tries to use 
her 4 f MK. This match is win noble, but expect a tough battle. 



Reset 2: If Elena lands a mid air HK, she usoally lands before opponents. 
You can hit them before they land with Spinning Beat. To get the most 
hits, save this trick for the corner. 


PARRY SETUPS AND TACTICS 

Elena's kara throw is very good and o 
game. Take advantage of an option [ 

Elena from mid level attacks when kara throwing. 
Elena's kara throw is * + MK 4- throw, instead of 
pressing + at the same time as MK, press * a split 
second earlier than is necessary. Continue la hold ■+ 
while finishing the input for the kura throw. With this 
method, you parry any potential mid level attacks before 
throwing. 
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Hugo 

NDRMAf MOVES 



iV«P looks tike u pally coke slap 
and moves Hugo forward slightly. 
Goes over some low atlacks, 
catches antici paled jumps. Et has 
good range and good recovery; 
El's a fantastic poke, so abase ill 

IK is fast enough to beat same 
low attacks from ihe right rouge. 
Hard to punish if whiffed. Used la 
tick inlo Moonsault Press; ids also 
cancelable. 

Press * ar ■* ta move forward 
or backward during RK. Can be 
used to go over a variety of low 
attacks. This move has awful 
recovery, so use it wilh caution. 


GUARD 


PARRY :" H/V 


Forward 


GUARD f'jj/L' 


GUARD 


PARRY (% 


Roundhouse 


GUARD fT 


GUARD flT 

parry nr 


SPECIAL NORMALS 


Greal cross up, but tough to gel into a position to use it. After it's 
blocked, use ihe fairly large amount of frame advantage Id execute 
Moonsault Press or Ultra Throw licks. 


IP Jab 

'start up (_jJ 

ft!! 

GDQ 

DGD 

□ 

□ 

[JGUARD rH/T 

">ARRY (m‘ 
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w + t p 


Giant Palm Bomber 360 Motion + P 


Moonsault Pres? 




GUARD fl~ 


t 4 HK jumping Roundhouse 

'start up 

QD 

fa 

BQQ 

m 

: 


□ 

F isll 

'GUARDfif 


PARRY 



t + MP 


Jumping Strong 


START UP fT~ ) 


CROUCHING 

* + MP is orr overall good poke, 
t beats some attacks from ihe 
right ranges, plus iis fast and 
safe. 

* + MK has great range and is a 
: eul whiff punisher. Use with 
some ca u lion os il con be pun- 
shed by some fast supers if 
.-locked too dose. 


JUMPING 

Jumping HK is o drop kick with 
amazing priority. Il herds a vari- 
ety of anti-air normals while cov- 
ering large amounts of space. 
Jumping forward or backward 
MP has a start up of seven 
frames. Jumping forward or 
sack word HP has a startup of 
lhirteen frames. 


THROWS 

LP + LK N«k Hanging Three , 8 /■ 


CD 

[CD 

[CD 

[ GD 

'GD 

'GQ 

'GD 

■a 


Hugo's main weapon. Moonsault Press is a fast com- 
mand I brow wilh great range that deals tt ion of 
damage. Very scary at dose ranges, 5 a story m fact, 
that opponents will da whatever they can to avoid it 
completely, making them ploy in on unsafe and awk- 
ward manner. Exped opponent to react to ibis move 
in a variety of ways m an attempt to counter il 
(jumping is the most effective way). Learn to antici- 
pate attempts to jump away from this move and 
counter with an anti-air of some sort. 

■+ * ^ + 1 Shoot down Baefcbreabr 


Stow start up,, but has on absolutely ridiculous 
amount of frame advantage afterwards. Great for 
combos end pressure patterns up close. Use ihe 
frame advantage in wake up situations to secure an 
attack and mix up with + 4 MK, Moonsnult Press, or 
HP. The EX version hits three limes and sets oppo- 
nents up for a juggle. 


Marts ter Lariat 


A fasl move with good range, but whiffs against 
crouching opponents, diminishing its value. Use il to 
catch hack dashes or anticipated jump attempts. The 
EX version comes out faster and does more damage. 


A flying air grab mainly for use against anticipated 
[amps used to avoid Moonsault Press, Has absolutely 
no priority, losing to jumping attacks rather easily. It 
must be done early, jusl as an opponent is leaving 
the ground, fairly heavy recovery when Hugo lands. 

■'A risky attack to use in general, utilize vrilh caution. 


360 Motion + K 


'm 

f CD 

(to 

Q 

"go 

^GD 

"CD) 
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Running command grab with heavy start up. Very 
slow and easy to counter. It does immediately drag 
opponents to the closest corner, a big plus for Hugo, 
The slarl up looks like the opening animation far a 
whiffed threw, which doesn't really hefp Anything 
because the lost thing you want is an opponent try- 
ing an attack. 


Command throw that bounces opponents off of a wall 
far 0 juggle opportunity. Can lead to big damage in 
combin alien wilh Megaton Press or EX Giant Palm 
Bom her when near a corner. Ultra Throw Shootdown 
Backbreaker Is an okay combo to quickly corner 
opponents,, however il does much less damage than 
a Moonsauti Press [HP], 
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SUPER ART II 


SUPER ARTS 

SUPER ART I 

720 Motion + K Gigas Breaker 

With ils one frame slarl up, Glgas Breaker is one of I he quickest super 
arts in the game. Any opponent on the ground when Hugo starts Gigas 
Breaker will be caught. Opponents must anticipate Gigas Breaker before 
Hugo does il and jump before the super freeze in order to escape. Gigas 
Breaker has invulnerability at start up, sa it 
grabs opponents through their moves. 
Gigas Breaker only has one meter for its 
super art, so EX moves are not recom- 
mended. 


vt4 K Megaton Press 

Hugo [umps and catches airborne opponents and slams them to the 
ground. The button pressed determines the angle at which Hugo jumps. 
Extremely good damage for an anti-air. Unfortunately, almost any air 
attack can knock Hugo aut Megaton Press. Megaton Press slocks 2 super 
meters, and is usable as the last hit of a 
juggle combo. 


SUPER ART 111 

i ^ + P Hammer Frenzy 

Hugo runs towards opponents and hits them with a bombardment of pow- 
erful moves, one of which is an overhead. Hugo can combo into Hammer 
Frenzy from * + LP (x2), Ibis is ibe only super art that makes Hugo's cross 
up a real threat. Use it in wake up situations to go through any pokes. If 
Hugo guesses wrong and the opponent 
hlocks, try 1o trick them with a delayed 
release. By holding the punch button, Hugo 
continues running for a short time. Release 
the punch and Hugo starts his attack string. 
Holding the button far loo long results in 
Hugo stopping, and never starting the attack. 
Hugo is vulnerable while running, and at the 
end of the super ort. With a window of f invul- 
nerability at the beginning of the move, it's 
possible to pass through projectiles and 
pokes. Hammer Frenzy slocks 2 supers. 






NEED TO KNOW 

3 HITS 

TOTAL DAMAGE: 46 

Giant Palm Bomber {HP); when 
Hugo recovers, link into Giant 
Palm Bomber ILP); when Hugo 
recovers, link into + + MK 

Decent damage and safe if you 
verify off of the first two Giant 
Palm Bombers. Knocks dawn. 

2 HITS 

TOTAL DAMAGE: 34 

Ultra Throw, immediately juggle 
afterwards with Shootdown 
Backbreaker {HKJ 

Easy and reliable mid screen 
combo off of Ultra Throw. Knocks 
down. 


4 HITS 

TOTAL DAMAGE: 54 
CORNER ONLY 

Ultra Throw, juggle with a semi- 
late EX Giant Palm Bomber for 1 
hits; when Hugo recovers, imme- 
diately juggle again with a 
Shootdown Backbreaker (HK) 

Damaging option off of Ultra 
Throw in the corner. The EX Giant 
Palm Bomber MUST miss! of ils 3 
hits, or you cannot juggle after il 
with the Shootdnwn Backbreaker. 
Knocks down. 

3 HITS 

TOTAL DAMAGE: 59 

Ultra Throw, imipedmlely juggle 
afterwards with o Megaton Press 

Easy way to land a Megaton 
Press mid screen. Ok damage. 
Knocks dawn. 


4 HITS 

TOTAL DAMAGE: 66 
CORNER ONLY 
Ultra Throw, juggle with a late 
fierce Giant Palm Bomber 
Megaton Press 

High damage option off of bis 
Ultra throw in the comer. Knocks 
dawn 

9 HITS 

TOTAL DAMAGE: 27 
CORNER ONLY 

Neutral throw while opponent is 
cornered, after the Bib hit (when 
Hugo lets go), juggle with an 
immediate EX Monster Lariat 

Juggle option off of his neutral 
6hrow in the corner. Does only 3 
less damage then neutral throw 
Megaton Press, which isn't 
remotely worth the bar usage. 
Knacks down. 


COMBOS YOU 

7 HITS 

TOTAL DAMAGE: 65 

* + IP 4 + LP -» Hammer 

Frenzy 

Verifiable way to land a Hummer 
Frenzy. You must he directly next 
to an opponent for ibis to work or 
Hammer Frenzy might not 
combo. Knocks dawn. 


Recommended Super Art: 

Hammer Frenzy 

Hammer Frenzy gives Hugo his only real combo possibilities 
that don't involve command throws. It makes NTs jump-ins a 
threat, and gives him his only solid way fa verify big damage. 
There's no need to guess with Shootdown Backbreaker when 
you think someone might jump away because of the threat of a 
Moonsault Press* + + LP (x2) instead and cancel Into Hammer 
Frenzy to punish their attempted escape. 
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WAKEUP GAME 


STNNTEfilJ 



Kn&e Attack 


Hugo requires patience. He infJkls an impressive amount of damage 

*ilh only a few command grabs, bul getting dose enough to land them 
s no easy task. Hugo is slow and a big target for many characters. His 
size becomes an advantage when it comes to his poking gome. MP and 
t + MK outreach almost every character's longest pokes. MP hits many 
characters when they are crouching. That, combined with its range, 
works to stop many character's ground gomes. 

Getting dose enough to grab opponents is tough, but Hugo has some 
moves that help out. Use random Meal Squashers {LK} to catch oppo- 
nent off guard while running towards them. If you can land o Meat 
Squosher, Hugo will slam your opponent against ihe wall and put them 
exactly where you want them; the corner. Any time you con loud one of 
these Hugo takes conlrol of the match. So if you are having difficulty 
fighting from mid screen, make it your goof to land a Meal Squosher. If 
you ran gel close enough io land o LK, Hugo can cancel into this attack 
and possibly catch them while they black low. This is extremely effective 
if you have been making use of his Palm Bombers and canceling into 
those off of siand short. 

Palm Bombers redly help Hugo out if he wants to gel dose. A blocked 
Palm Bomber carries significant frame advantage, so Hugo con dash up 
after one and star! being a threat from up close, his ideal range. LK and 
law short are two excellent long reaching pokes Hugo can use to cancef 
into a Palm Bomber and then dash up. Instead of dashing, Hago can use 
his opponent's long block stan period as a chance to cross them up with 
his Body Press. If you conned with n Body Press, do * + LP (x2I 
Hammer Frenzy. If they block, Ho go is up close where he wants to he. 
Hesbtole jusl a second and Moonsault Press, ff you think they might 
jump, Hugo's standing fierce overhead Is really good in this silualion. ft 
has the dual-effect of hiding crouching characters and stopping [ump 
attempts. When you ore ibis close, always consider an Ultra Throw, 
Shootdown Backhreoker os an oplion. While it does less damage than a 
Moonsault Press, h wilt move Hugo's opponent closer to the corner, 
exactly where Hugo wonls them. 

Hugo's ground game will prevent many opponents from poking at him, 
so they might try to jump in at Hugo, Use Shootdown Backhreoker as 
an onli-oic to catch opponenls quickly before they attack. It's quick and 
does good damage, although it can be heat if the lumping opponent 
altncks early. Hugo can altack opponenls from the air from long range 
with jumping HP and HK attacks. These attacks are nol necessarily good 
far getting In close, bul are merely a way to keep pressure on jumping 
opponents. If either attack is parried from the ground, Hugo can hit 
from so far away that many opponents have difficulty hitting him when 
he lands. 


Hugo's wake up game is limited because whenever he knocks down 
opponents, and ihey quick recover, he rs too slow to keep in close. On the 
olher hand, if Hugo manages to trap anyone in the corner, he is a terri- 
fying opponent. Use Shootdown Backhreoker on anyone that Iries to 
jump over Hugo, effectively keeping them trapped in the corner. Hover 
over opponents and keep trying Moonsaull Press. If you ore too obvious 
in Moonsault Press attempts, and opponents stort lo jump, he prepared 
to pay the price, Hugo has a large recovery on his ih row whiffs, so he is 
vulnerable to being hit. Hesitation moves con he very tricky and lead to 
some chances la land throws. For instance, walk backwards a step as 
opponents ore gelting up, trying to make it look like you ure being cau- 
tious, then Moonsault Press at its maximum range. A combo off of an 
Ultra Throw is also o great way to deal damage in ihe earner. 

If opponents want lo pressure Hugo on wakeup, ihey must get in dose, 
When Hugo is the one getting up, he is scary. Hugo wants opponenls 
neor, which leaves him in range for his mosl powerful moves, A 
Moonsault Press on wakeup is always an option. If Hugo expects thut an 
opponent is anticipating this, block on wake up and look for the oppo- 
nent to jump. If they do so, quickly uso o Should own Backhreoker, 
Hugo's opponents must be careful when they are dose. Any tick throw 
setup or hesitation move could be an opening for a Moonsault Press. 
Moonsaull Press has a quick stort up, su unless Hugo's opponent licks 
with a move that has significant frame advantage, Hugo con usually 
Moonsault Press before iheir next move out. 


The command for a Gigos Breaker is a 720 motion of the controller, fol- 
lowed by punch. While it is possible to do a 720 on the ground without 
making Hugo jump, il is extremely difficult, and almost impassible to do 
with any consistency. 

Think of the motion for a Gigas not as a 720, but as Iwa 360 degree 
rotations. A 360 degree motion is six consecutive points on the con- 
troller, The gome's engine provides plenty of leeway when doing com- 
plex controller motions. It's possible to do the first 360 (six corrective 
poinls) motion, then wait a full second before doing the second 360 
motion lo complete Ihe Gigas Breaker command. Take advantage of this 
delay lo buffer the first 360 motion into a move so Hugo does not jump 
aff the ground, then walk up 2 slops, and do ihe second 360 motion to 
surprise opponents wilh a Gigas Breaker, For example, walk lavra rds an 
opponent and whiff a IK. Do ihe first 360 motion during ihe LK, then 
continue to walk towards the opponent and do a quick 360 motion + 
punch to execute a Gigas Breaker. Another tricky way to buffer ihe first 
36 0 motion is during a dash. Dash fust outside of Gigas Breaker range, 
then walk forward and 360 + punch. 


Reset 1: After n neutral grab in the comer, juggle once with f -f MP to 
cause opponents to flip recover and land hack on the ground. Dash in 
and Moonsault Press, run and Meal Squosher, or just sit back and halt 
opponents into doing something in which Hugo can counter. 


Hugo has a tremendous amount of frame advantage off any Palm 
Bomber. Use this to sel up opponenls; after a blocked Palm BomhEr 
Hugo is pushed awny, so only tow pokes can hll him. Stutter slep bock 
and forth to bait opponents into attacking, then down parry and 
Moonsault Press. 


Against jumping opponents, Hugo's Shootdown Backhreoker is gee: 
hut susceptible to being beat by certain attacks. Use un option parry in 
this situation to cover Hugo before you using an anti-air. Before exe- 
cuting a Shootdown Bockbreaker, return the controller to neutral For : 
split second. This way, when you input * * far the Shootdovro 
Backbreaker command, you will automatically parry a potential jump- 
ing attack, then counter with Shootdown Back breaker upon completion 
of the command, if the attacker does nothing, they are still caught by 
Shootdown Backbreaker. So if you lend to walk around or crouch often 
with Hugo, get into the habit of returning the controller to neutral fust 
before you Shaatdawn Backhreoker, 


Hugo doesn't have any one thing la particular that makes his match 
against Sean go in his favor. It has more to do with the fad that Sean 
doesn't really have any good way to attack Hugo. If Hugo just stands 
outside of Sean's bngesl poke range and uses plenty of MP and + + 
MKs, there isn't much Sean can do. Don'l just stick out moves, moke 
sure they hit, or eke Sean can sometimes hit bock. Keep him away aad 
you should do fine. If you manage to get in an Sean, that's great. Mix 
up Moonsault Presses and his overhead. If you don't manage lo get 
close, don't worry. Hugo should have no problem winning this match 
with his superior range alone. 


Akuma is mobile and can keep Hago pinned down with a barrage of 
quick attacks and air fireballs. Hugo is susceptible to getting hit by 
Hyakki Gcusai early in Akuma's jump ore, even when Hugo is crouch- 
ing, II is hard far Hugo to react lo this, especially if Akuma cancels into 
Hyakki Shuu and jumps while Hugo is still in block stun. If Hugo ever 
does get dose and scores a knockdown, Akuma con just teleport lo ihe 
other side of the screen on wakeup, and Huge must live with that. 

The key for Huge to win this match up Is simple: parry. There is no olher 
way to get around Akume's Zanku Hadokens. If Akuma can jump In 
with a Zanku Hadoken ahead of film, he can fend safely and start a 
ground attack pottern. You can'i let Akuma do ibis. Parry this attack 
and don't lot him have o free jump-in. Pay careful attention to Akuma 
canceling any ground attacks into a Hyakki Shuu. If he does, catch him 
with a Shootdown Bock breaker (yea must react quickly!) during ihe 
upward pari of his jump. Be patient and don't let Akuma pin down 
Hugo. Creole openings with parries and capitalize with command grabs. 


V 


RESETS 


PARRY SET UPS AND TACTICS 


ADVANCED TACTIC: 

WALK UP GIGAS BREAKER 


FAVORABLE MATCH UP: SEAN 


UNFAVORABLE MATCH UP: AKUMA 
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NORMAL MOVES 

STANDING aa 

LP is an incredible dose range 
poke llicl comes oul quickly and 
has a huge amount of frame 
advantage after it. Us possible to 
perform walk up IP walk up LP 
repeatedly, then mix in walk up 
throw or walk up LP MP 
* + LK targel combe for great 
close range mind games and 
pressure. 

MR is o palm thrust with frame 
advantage after it. Passible la 
verify and Eink a Vomi-Shigure off 
this move. Goad ot close ranges 
when mixed in with walk up LP 
and throws. If opponents think 
you might throw and try to tech, 
hit MP, then land a super art. 


f START UP 


mm 


LK 


STANDING CLDSE 


mmm s : t±D[±nnD 



GUARD 

"'parry X 


Strong u 
START UP CX]f n 


STARTUP f 4 'fn 


□ 


GUARD • ; 


PARRY 


5 


Forward 


[-STARTUP [ 6 lfn 

DDGDDETS DDGDDD E 



• -GUARD X 
-PARRY | H7C 



'guard X 

-"parry X 


'START UP 9 j 

fn 

DDGDDD 

m 

□ 

X, 

m 


-GUARD f-jj/L 

"parry X 


Close Fierce 

'STARTUP 1 I | 

fn 

DDCDGD 

13 

□ 



(-GUARD [ij/T 

'PARRY (X 




HK 


Close Roundhouse 


START UP r~T j 


ramaj 



□ 


GUARD fH/T 
PARRY X 


SPECIAL NORMALS 


.-HP after a HP camels 


Oiura Km 



START UP 


CX) f DP 


More flash than substance, it's cool to see, but not to use. 


** + MR 


You Men 



START UP 


CD I CD 


This two hit uppercut is used la initiate to some of Ibuki r s chains. 
Unless you plan on using a chain, il's uses are extremely limited. 


^ + LK 



Maki Geri 


[startup CD [ CD 


A shin kick with decent range. However, LP is o better option. 


* it- NIK Koube Kudukf ^ 



Slow leaping overhead wilh a huge frame advanlage after it. For the 
mast part, this move conn at he parried and punished very easily, plus 
it links into Yami-Shigure. Very few normal or special moves ton hit 
Ibuki after a parry. The only option for many characters is la parry 
and go strait into a super art with a four frame ar less start up. Some 
characters don't have ony way la really punish Ibuki from doing this 
move over and over, if you want to get back in after any blocked 
siting or failed attack, this is the move to use. 



A slow spin kick that can cancel into Koube Kudaki. 



Remarkably fast with great priority; goes over law attacks 



A slide kick with decent range. It's safe if it hils late fram the rig- 
distance, plus it's hard to ovoid during foot games. 
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4 + MP is m okay poke, and iE's 
possible to cancel Inlc a super art 
somewhat late into the recovery of 
the move. Its a passable way to 
combo Yami Sliigure on reaction to 
hit, although it s not easy to do so. 

though difficult, 4 4 LK, 4 + IP 
is Ibuki's most flexible opening to 
mi damage off low attacks. 
Cancel into on EX Tsumuji or Yarn!- 
Sfiigure for decent damage. 4 + 
MK is on overall decent poke, fair* 
Jy fast,, end it has a good recovery. 

* + HK-^ HK chain is ihe open- 
ing to some of Ibuki's most dam- 
iging juggles. Use it in punish- 
^enl situations or when yoii r re 
willing to kill flexibility for dam- 
age in woke up situations. If 
opponents block the sweep, chain 
into HK and cancel into a back- 
wards super jump to gel away 
front barm. 


GUARD rfi/L 


GUARD fT 

V 1 !_ 


Comes out quickly and does good damage, hul isn't 
safe. Use during foot gomes to catch opponents while 
they ore standing up, trying to move out of Ibuku's 
poke range. The EX versions of this attack comes out 
much faster and does more damage. However, ft 
remains a risky attack in general. 


mosi basic and important combos. 


Low Forward 
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4 + HK Low Roundhouse 


Air based projectile that is thrown at varying angles 
depending on ihe bulton strength used. Mostly good 
when used in a defensive manner to push opponents 
away offer same of ibuki's offensive patterns and spe- 
cial attacks. Tire EX version throws two blades, comes 
oui faster, and has an unusually long hi! stun. Use it as 
on early jump-in tha! allows for combos afterward. 


Tsu[i Goe is an overhead flip that can be canceled into 
a Kunai. Hoi the most useful move, but con be valu- 
able for escapting corners. Also works as a passable 
set up lo moke opponents block a Kcrsumi-Suzaku 
barrage far block damage. 


* 4 MK Vertical Fo rward 


jumping forward or backward 
HK has a startup of eleven 
frames, insiearf of the ten from 
jmping straight up. 


Kasurni Gab 


Kaiekiri 


GUARD f H 
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Vertical Jab 


Cancel into this command dash behind some of 
Ibuki's chains to get (lose after failed attacks, most 
often LK MK, Kasumi Eake can be risky if oppo- 
nents are expecting It. If Ibuki is hit during this 
move, she takes more damage than normal. Slill, not 
bad option la help stay dose. 


Kozekiri bos some use in juggle combos, hut other- 
wise is limited. The EX version comes aul foster and 
doesn't knock down, allowing Ibuki to come down 
with an err oltack os she descends, provided it hits. 
It's olsa Ibuki's only good reversal, which is impor- 
tant to keep in mind if you need to stop on attack. 


guard fT 


t 4 LK Vertical Short 


t 4 MP Vertical. 


For the MK version, press MK again to odd an extra 
hit. Press # during ihe LK/ HK versions, or 4 + MK 
after the second bit of she MK version, to kick low 
instead of high. The MK version remains safe if 
blocked, and can be used os a decent poke. The EX 
version comes out faster and hits more limes; good 
for Ibuki's best low hitting non super art combo: 4 + 
LK, 4 + LP-* EX Tstimuji. 


Can be canceled into a Kunoi or KasumkSuzob dur- 
ing its recovery. Although slow os an overhead, use 
Hien as a set up to moke opponents block a Kasumi- 
Suzaku for block damage. Ihe EX version has hom- 
ing properties and does more damage. Decent my 
to instantly get into range la moke opponents block 
a Kasumi- Wab or to go over projectiles and land : 
super art. 
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SUPER ARTS 

SUPER ART I 


4 ^ + P 


Kosuml-Suzoku 


Great for punishing ground attacks with heavy recovery such os projec- 
tiles. Kasumi-Suzaku also does a great deal of chip damage. Use il to 
finish off opponents who are one or two moves away from n knockout. 
Ibuki ran combo into Kasumi-Suzaku behind many of her ground 
chains, canceled into Kazakh! -¥ Kasumi- 
Suzaku, It also combos after a Hien. Trick 
an opponent by doing the first two hits of 
IK, MK, UK chain, then cancel into Hien on 
the second hit. If you cotcb on opponent 
blocking low, immediately Kasumi-Suzaku 
for good damage. 

Kasumi-Suzaku has three super meter stocks, 
so it is the ideal super art to use in tandem 
with EX moves. An EX Kazekiri canceled into 
Kasumi-Suzaku is a solid wake up maneuver. 


Recommended Super Art: 
Kasumi-Suzaku 

KasunihStizaku provides Ibuki with lire most meter* She has 
many goad IX moves that are safe and keep her playing aggre- 
sively. IX Kuaai are great ways la jump in,, while EX Tsumup is 
an excellent and safe ground attack; and EX Kazekiri is one of 
the best wakeup moves in the game* To use another super art 
and be without these great IX moves really slows down Ibuki* 
Additionally, toward the end of many matches, it's possible to 
utilize the huge chip damage that Kasumi-Suzaku inflicts to fin- 
ish off opponents in an efficient, if cheep, manner* 



COMBOS YOO NEED TO KNOW 

3 HITS 

TOTAL DAMAGE; 32 

Close LK -» m Raida 
Verifiable, Does okay damage. 

4 HITS 

TOTAL DAMAGE: 38 
Close IP HP Raida 


Good for punishment situations. 
Knocks down. 

6 HUS 

TOTAL DAMAGE: 30 
# + LK, * + LP EX Tsumuji 

Flexible, verifiable combo that 
bits low, 4 + LK, I f LP is tough 
to link. EX Tsumuji is fairly safe, 
so no worries off a missed * + 
LK, * + IP, Knocks down. 

5 HITS 

TOTAL DAMAGE: 44 

i + HK close HK, super jump 
cancel straight up, ■* + HP -» 

mk 

Damaging juggle starling off a 
low attack. Does decent slun 
damage as well, if it's blocked, 
super |ump cancel the dose HK to 
jump away to safety. 


SUPER ART II 


4W4W+P 


Yoroi-Doushi 


6 HITS 

TOTAL DAMAGE: 40 

* + HK -> close HK. juggle with 
late *■ + MP {1 hit) ■* HP 
Kozakiri (LK) 



TARGET COMBOS 


JUMPING HP - + MK 

Ibuki's mcsl damaging air chain. Cannes out slower 
and pushes opponents back ibe furthest after it hits, 
making it the least flexible of her air chains. Good in 
air juggles a her * + HK -> HK, 



JUMPING LK * + MK 

Law damage two hit air chain. Fust, and doesn't push 
Ibuki too far back after i! hits, meaning It's easy la combo 
after when she lands. Her best overall jump in chain. 



LP -§■ MP * + LK 

Decent when used in combination with walk up LP 
pressure tactics. If opponents anticipate a walk up 
throw from that range, walk up and initiate this 
combo instead lo foil tech throw attempts. 



Damaging juggle starting off a 
low attack. If it's blocked, super 
jump cancel the dose HK to jump 
away to safety, Although it does 
less damage than super jumping 
canceling the dose HK, then jug- 
gling with HP MK, it knacks 
down instead of pushing away, 
then resets the match, leaving 
Ibuki in a position to ottack while 
the opponent Is waking up. 

9 HITS 

TOTAL DAMAGE* 54 

4 + LK -> 4 + LP -> Ynmi- 

Sblgure 

Verifiable way to lord Yami 
Shigure off a law attack. Gaud 
damage. Knacks down, 

7 HITS 

TOTAL DAMAGE: 47 
Koube K u dak i linked into Yami- 
Sbigure 

Another verifiable way to land 
Yami-Shigure. Knocks dawn. 


CLOSE LK CLOSE MK HK 

The dose MK in this chain is cancelable. Don't exe- 
cute the entire chain, hut LK MK by itself is a 
decent, safe, and verifiable chain that is gaud for 



10 HITS 

TOTAL DAMAGE: 53 

Close LP-*MP-» HP ->Ynmi- 
Shigure 

Good in punishment situations. 
Knocks down. 

8 HITS 

TOTAL DAMAGE: 51 

MP linked Into Yami-Shigure 

Easy and verifiable. Always look 
for a hit every time MP is used. 
Knacks down. 


SUPER ART ill 


* * +? 


Yoroi-Doushi is like an option selecl super art. If an opponent is within 
throw range, Ibuki hits instantly with a super version of Raida. It comes 
out in a single frame, so an opponent cannot jump out of it* However, if 
an opponent Is not in range for Raida, the super art changes up and 
sends out a multi-hitting projectile. The start 
up time is much greater on this variation of 
the super art, and it is hard to get all the 
hits. Yoroi-Doushi is much better as a grab 
super art than q projectile super art. Also, 
it's difficult to land, so if you miss, you must 
r&sort la other means to inflict damage. 
Yoroi-Doushi only has one super meter 
stock, sa Ibuki is limited in her EX capability. 


ccmboing into Raida, 


r — — 


CLOSE LP -4 CLOSE MP (1 HIT) -4 HP 

'aj\ 

High damage three hit chain that's goad far various 


combos in punishment situations. The HP in this chain 

whiffs versus most crouching opponents. 

_ ZD 


Yqrtli-Shiqure 


If any of the kunai thrown during this super art connect, Ibuki slashes 
hack and forth. The button used determines bow far Ibuki throws the 
kunai, Aha, the forth er she throws them, the slower they travel, Yami- 
Shigure is a an excellent punisher of whiffed moves. It forces shales la 
think twice before trying 4 + HK against 
Ibuki. Yami-SbiguFe also makes Ibuki's over- 
heads more useful, it's possible lo link Yami- 
Shigure off Kaube Kudaki, UQH r or after a 
properly timed Kuaai* It combos easily from 
many of her ground chains, and links after 
MP as well as LP -> MP lorget combo, 

Yami-Shigure only slacks one super meter, 
so performing any EX moves prevents Ibuki 
from using this super art. Reduction costs 
Yami-Shigure in overall damage inflicted. 
For the best results, combo off her over- 
head attacks, MP link, or from 4 + LK, 4 
+ LP Yami-Shigure. 



«-+ MP (1 HIT) -4 HP 

Against crouching Hugo, con be used for same inter- 
esting combos. It has a small amount of frame 
ad vantage after it, and HK juggles behind it. Juggle 
with both hits to reset opponent, then cancel into o 
command dash for an ambiguous ground cross up. 



JUMPING LP -4 *+ HP 

Two hit jump chain with good range. Can be done 
from further nwoy than most air chains. 

( qdI 

'[Zj| 



CLOSE HP [2 HITS) -> 4 + HK -* HK 

Damaging four hit (bain that starts off of a mid level 
alack. Although much less damaging than some of 
Ibuki's other combo options. The super jump cance- 
lable ending con help with momentum, keeping Ibuki 
on top of opponents after she combos. 


+ MK * + MK 

Doesn't combo, but it's a passable way to 
behind some frame advantage after a blocked 



CLOSE LP -4 CLOSE MP (2 HITS) 4 + HK 
HK 

More damaging variant of Ibuki's 4 + HK -4 HK 
chain. Slightly less useful as the second hit of MP 
tends la miss crouching opponents, but decent for 
punishment situations. It's possible super jump cancel the last HKif 
it connects. 



+ MP (2 HITS) -» * + HK HK 

Another variant of Ibuki's ♦ + HK -> far HK chain, 
but lacks any real use. 
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Souken 


buki ploys very well as a total rush down character, She lias multiple 
3tlock strings that cancel into other attacks that allow her la keep pres- 
sure on constantly. She also plays well in a mare careful style of poking 

*70111 a distance, only attacking when it's safe. At mid-rage, 4 + MK is 
a great poke. Although it doesn't cancel into anything, use it to punish 
whiffs and stop dashes from a distance. 4 + MP is another decent poke 
"hat goes over some low attacks and is cancelable on reaction to combo 
into Yami-Shigure. Against apponenls large enough la he hit by 
3onsbou Geri, il allows you la keep them pinned down from far away, 
it goes over any ground attacks, and is safe if blocked. In closer, oppo- 
nents might try to throw after blocking this move. Jump and hit with an 
instant air Kasumi-Suzoku, When fust outside of Els range, opponents 
usually dance back and forth and poke, if you are quick enough, catch 
opponents with an EX Kubi Ori while they are standing. This move comes 
out quickly, but il is not safe If it misses. 

I buki is more enjoyable when played with an aggresive mindset. Her 
dose attack strings allow for constant pressure and a variety of mix ups, 
Kouhe Kudokr is the perfect attack to move her in close end start attack- 
ing. This move caries a huge frame advantage, and is almost always 
safe, even if parried. Hop aver ground attacks to get in close with little 
fear. From this move, start attacking however you want. She is usually 
able to jump and cross up opponents, especially in the corner. Dash 
through your opponent for a tricky ground crass up, or start an attack 
string ar tick into a throw. After any blocked attack string that moves 
ibuki out of range, a quick Kaube Kodak! is always a good, safe way to 
get hack in close again. 

IP is ibuki's fastest move with a two frame startup. It also carries an 
□mazing FrauiE advantage blocked or hit. Against characters that get hit 
by this move low, LP is a great pressure lactic. Poke with jab, walk up, 
poke, and walk"' up nnd throw or 4 + LK, * + LP etc. If you think an 
opponent will stand up la either tech a throw or attempt to parry, do 4 
- HK, HK and juggle. Mix it up even by jabbing a few times, then dash- 
ing through them and hitting them from the other side. 

jumping MK is an excellent cross up. After a few ground attacks, Ibuki is 
usually pushed far enough away la be In range to cross up an opponent. 
Her fumping MK is especially goad in the earner where il typically cross- 
es up. A great trick is la cross up opponents in the corner, then immedi- 
ately dash through them when Ibuki lands. This has (he dual effect of 
being deceptive, and repositioning opponents back into the earner. 

When opponents jump in at Ibuki, she has on advantage of height, or 
lack thereof. Opponents must perform jumping attacks late in order to 
hit her, so it is relatively easy to parry jump-ins. Parry and launch with 
HK, then juggle, Another goad anti-air attack is to fump at opponents, 
then option parry crir throw, it is hard to beat this tactic. Ibuki scores a 
mock down, which should be capitalized an woke up with a jumping 
cross up ar any other offensive pnltern. 

Ibuki has many air chains that work great ns jump -ins. Properly timed 
Kunai is another move to get in from the air. Hit with the Kunai to keep 
opponents in block stun long enough for her to land safely, then star! a 


ground chain. It's easier with an EX Kunai, but be careful since most 
anti-airs go right through Ibukft Kunai. 

WAKEUP GAME 

Many of Ibuki's best pokes and ground chains can be parried low, so 
Ibuki is better off either crossing up opponents, or just hanging around 
a waking opponent to start an attack string after the wake up parry win- 
dow. If you must attack, consider Koube Kudaki because of its relative 
safety, and frame advantage afterwards. It also hits as an overhead. 
Mix it up with 4 + LK, 4 + LP to ward off wake up parries. If a 4 + 
LK, 4 + LP combination is blacked, Ibuki is still in range ta walk up and 
continue pressuring with LPs. 

When Ibuki is the one getting off the ground, she has a great wake up 
move in FX Kazekiri. It comes out quickly and beats almost all ground 
attacks. On the way down, continue to attack with either an uir chain or 
a Kunai. This is o good wakeup move to surprise opponents with because 
it shifts the momentum info Ibuki's favor. However, if opponents are 
quick to read, a Shouryuken or similar anti-air will strike Ibuki on the 
way down. If you just want to gel a pressuring opponent oway, cancel 
the EX Kazekiri into a Kasumi-Suzaku (HP). An EX Kazekiri is also good 
for trying to attack during openings in tick throw patterns. 

ADVANCED TACTIC 1: 

SUPER JUMP CANCELING 

Ibuki can super jump (and her HKs to allow her to follow up dose HK 
with air juggles, her HK with a jump-in, or cancel Into a super art. Ibuki 
can super jump cancel HK and immediately fink Kosumi-5uzoku in the 
air against a grounded opponent. She can also super jump cancel HK 
and cancel the very first frames of her jump animation into a super art 
ta link Yami-Shigure on the ground. 

ADVANCED TACTIC 2: 

INSTANT AIR SUPER ART 

Kasumi-Suzaku is available ta Ibuki close to the ground, almost imme- 
diately after she jumps. To do this instant air super art, input a super 
jump so that it doubles as the first QCF of o super art motion. II does naf 
mutter that you went to * * instead of stopping at ■*. input the second 
GCF immediately after the super jump ta initiate the super art. This is a 
great way to fake out opponents and punish whiffed throw attempts. 
This is especially good against characters that gel hit by Ibuki's IP while 
they crouch. lick with walk up LP two or three times, then go for the 
throw. The next time, tick with LP then use on instant air super art. 
Anyone expecting a throw gets hit by the quick foke out maneuver. 
There's another great setup ta use when Ibuki gets pushed away: do a 
MK, then cancel into Kasumi Gake (LK) and throw immediately after the 
dash finishes. The next lime this situation presents itself, do an Instant 
air super art the momenl ibuki recovers and catch opponents trying to 
tech the anticipated throw. 

SETUPS 

Ranges setups for UOH -4 super art 

Against small and wide sized characters: 

( + + LK, MK), HOH Yami-Shigure 
(LK 4 MK chain), UOH -4 Yami-Shigure 

Against Oro: 

Ho setup is required. UOH -4 Yami-Shigure works in close on 
crouching Oro. 

RESETS 

if Ibuki connects with a 4 + HK, HK chain she knocks opponents into 
the air. One possibility is to super jump cancel ond air combo, or rose! 
opponents on the ground and go for an ambiguous cross up. As an 
opponent comes down, juggle from the ground with either MK or * + 
MP, HP target combo. Cancel the hit into Kasumi Gake. Mix-up the dis- 
tances of the command dash to confuse opponents when they land, Hit 
with another 4 + HK, HK chain to repeat this trick again and again. 


PARRY SET UPS AND TACTICS 

ibuki has an air throw that can be used effectively as on air-to-air option 
with an option parry. Top * before Ibuki is in throw range, if the oppo- 
nent did on ottack, Ibukr will parry, then air throw, Without lire oppo- 
nent's attack, it simply turns into a throw. 

The lost hit of LP -4 MP -4 HP target combo tends to whiff on smaller 
opponents. They may read to this and try to retaliate. Down parry that 
attack and counter, 

GROUND CROSS UPS 

Ibuki can cross up Chun- Li, Mokota, Twelve, Alex, Ryu, Ken, Sean, Elena, 
Dudley, Oro, Necro, Huge, Uiien, und Akuma in any corner, 

Ibuki can crass up every character mid screen. 

FAVORABLE MATCH UP: HUGO 

When one of the fastest characters in the game matches up against one 
of the slowest, the faster ch n rade r typically is able to run rampant, and 
Ibuki vs. Hugo is no exception. Keep attacking with multi-hit tump-ins 
(Hugo's size allows him ta-be-crossed up easily) and ground chains to 
keep Hugo pinned down and unable ta move. Attacking early in the air 
will beat any Shutdown Enckbreaker attempts, and still permit ibuki to 
connect with the second hit of an air chain to keep her momentum going 
os she lands. 

Against Hugo, be on guard against random down parries. Many of 
Ibuki's offensive patterns start with mid attacks that can be parried low. 
If Hugo starts to threaten ibuki with parries, hack off a bit and annoy 
him with her air supremacy. Jump in with EX Kunai la create o safe 
opening to start a ground chain, and chip him os often as possible with 
Kasumi-Suzaku. 

31 HITS 

TOTAL DAMAGE: 72 

WORKS ONLY ON CROUCHING HUGO 

LP 4 MP -4 HP chain Jinked into MK 4 EX Kazekiri, ond link LP -4 
HP nir chain on the way down; fond and EX Kazekiri -4 Kasumi-Suzaku 

UNFAVORABLE MATCH UP: CHUtoU 

Expect (h un-Li ta out reach and out prioritize most of Ibuki's ground 
pokes. Fighting fram a distance is hard against Chun-Li, but fighting 
from up dose isn't any easier. Many of ibuki's important normal attacks 
ond ground chains whiff over a crouching Chun-U. it is hard to keep 
pressure on her. She also hos one af the few normal moves that can 
counter a parried Kaube Kudaki. Worse yel, she con cancel that move 
Into a Houyakusen for u ton of damage an Ibuki. Chipping Chun-0 with 
Kasumi-Suzaku is also not an option as she hits Ibuki with Houyakusen 
during her recovery. 

far Ibuki to win this match up, she must avoid being hit by (hun-iis 4 
+ MK 4 Houyokusea Jump in with EX Kunai and stick with whatever 
safe offensive pattern you tan from up close. As soon as Ibuki gets 
pushed a little bit away, it's not worth the risk to attempt an attack. As 
lung us Jbuku remains in range of Ehun-ti's 4 + MK, it's too risky to 
poke at her. Gel back to a safe distance, then jump in again with a lead 
in EX Kunai. 



Hun 


NORMAL MOUES 

STANDING ip 


HK comes out quickly, covers o 
large area and is useful agoinsl 
onticipoted jumps q 1 dose range. 

UK is a greet poke that moves 
Ken forward slightly, has good 
range, and does heavy damage. 
From further away it goes over 
low attacks and beals them 
cleanly. Be careful though, it 
musl hit because if it whiffs 
you're going to take damage. 
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STANDING CLOSE 

(lose HP is o good poke wilh 
frame advantage off of il, so it is 
good for tick throw setups arid 
other mix-ups. For example, 
after a blocked HP, hesitate, then 
walk up and HP again {Or + + 
LK (x2)). The trick is 1o mnke it 
look like a throw attempt, thnl 
will lead to an opening. 
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COSTUMES 



SPECIAL NORMALS 

*» + MK, or hold M K 



START UP 


Inaiumo Mato Wari 


+ MK 
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START UP 


Fumikomi Mae Geri 

*7 


Two hit overhead with frame advantage, fairly slow start up, bit he 
ability to link a super orl after it hits cannot be overlooked. Goad m 
any mix-up situation, whether it's after a blocked cross up or done 
when the other player is waking up after a knack down. 

+ HK r hold HK cancel aMock SWm Koknlo Ofos-hi * 

M 



START UP 


CD 


A lunge kick thnl moves Ken forward. Duo to its long 
start up, it's easy to see coming, making it somewhat 
easy to parry. It also carries a slight disadvantage if 
blocked, leaving you in no position to start a real 
offense. Some players use this to their advantage as 
bait for option select parries or a "psychic 1 " Shouryuken, 
but this is risky. 


A lunging overhead kick that moves Ken forward. The overhead kick 
itself con be canceled, giving you the ability to mix op with a throw 
or ± + LK {x2} to keep opponents guessing. However, Ken goes into 
o small, noticeable recovery when you fake this move, which is open 
la attack from o player with fast reactions. The overhead itself is also 
not safe if blacked. 
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* + Ll( has many uses. It is a 
-jkk poke that can be used far 
tick throw selups and mind 
sames, After a blacked ± + LK r 
jTDU have many options: throw, 
hesitate and 4 + LK (x2) follovj 
up, dash bock and punish a reac- 
tion, etc. It chains into itself, so 
t's possible to combo f + LK 
(x2) into any super art. 

+ -rMKis Ken's best poke for mid 
range fighting. It combos into 
Shippu-Jmrai-Kyaku from long 
ange to punish whiffs or to apply 
pressure. 

Use + + HK Jo punish whiffed 
normals when you lock super 
meter. 11 comes out fast and 
■mocks dawn, but hos terrible 
recovery. ITs vulnerable la com- 
bos if blocked dose, and some 
super arts from further away. 
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4 * * + P 

Hodouken 

■+ 4 > + P 

Shouryuken 
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JUMPING 

Use jumping HP to get in safely, if opponents block, you hove significant frame advantage to set up a throw 
or some mix-up into a super art. For instance, jumping HR land and hesitate, making it look like a throw setup, 
then 4 + LK (x2), super art. Jumping HP also has the property that if it's executed at the latest possible 
moment before hitting the ground, it is totally safe from any ground parry attempt. 

Jumping M is arguably the best cross up in Street fighter III: 3rd Strike. Because its hit box is so large, it can- 
not be crouched under (unlike Ryu's cross up). Y/hen opponents ore waking up, making them block a cross up 
gives you a fairly large frame advantage to work with, putting you into prime mix-up position. 


In same ways, this is Ken J s ideal poke. Because of its 
limitless range and the speed at which it travels, 
characters trying to play a normal foot games cannot 
moke lb is poke whiff, they must deal with it in some 
shape or form. Because of the semi-slow start up and 
its heavy recovery, Hodouken is a fairly risky move 
to do at mid range, the range you would normally 
want to perform it. Many characters, like Chun- Li, 
can hit Ken with a super art, hit or blocked, during 
the recovery of a normal Hndoukert. Parrying also 
reduces the usefulness of this move since opponents 
no longer need to block or jump over the projectile. 
They can just tap forward to nullify it altogether. This 
mokes throwing a Hodouken at ihe wrong lime a 
game-losing decision. The EX version is only slightly 
better. Although it hits twice, knocks down, and trav- 
els foster, it Is still unsafe versus some super arts if 
blocked at point hlaok range. 


On stud up, it has a small window of invulnerability, 
giving it the ability to consistently beat opponents' 
attacks. The HP version of Shouryuken is idea! as 
anli air with its large invulnerability window aod 
multiple hits. The EX version hits 4 times, making it 
harder la parry If someone is jumping in on top of 
you, Shouryuken (IP) is useful for dealing damage. 
Many of bis most flexible and damaging combo 
options use the Shouryuken (IP) because of its mas- 
sive range, high damage, and the ability to juggle 
after it with another Shouryuken. 


-K 


Tofsumaki Senpuu Kyaku In air, w 4 K Tntsumaki Senpuu Kyaku 
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+ + MK Tafsurctaki Senpuo Kyoku combos versus a crouching character, however if it's blocked, the 
Tatsumaki Senpuu Kyoku completely whiffs leaving you open to attack. The EX version has the some proper- 
ties, but does more damage and hits more times. The jumping version of ibis move's value lies m its ability ta 
chaoge the arc of KenJs jump. This conies in bandy when trying to get out of corners. The EX version of the [Lump- 
ing Tatsumaki Senpuu Kyaku Ts-a different story altogether. If done during the downward ore of a jump that 
would normally land ^ the front of an opponent, the EX version tarries Ken over, hitting from behind and cross- 
ing up. After it hits, apponfiEkure immediately pul into a juggle state, allowing follow ups for more damage. 


THROWS 

LP + LK HiiaGeri 


IP + LK Seoi Wage - + LP + I 
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SUPER ART II 


SUPER ART III 


SUPER ARTS 


SUPER ART I 


f \ 4 V * + P 


Shoryti-Reppo 


- K (tap K rapidly) 


Shinryu-Ken 


Compared to Ken's other super arts, Sharyu-Reppn is not a good choice 
in high level play. Although it is easily com hoed into and does more 
damage lhan Shippu-Jinrai-Kyaku, il is no where near as useful. The 
extra damage il inflicts does not make up for the greater length of the 



Recommended Super Art: 
Shippu-Jinrai-Kyaku 

There is no question that Shippu-Jinrai-Kyaku is Ken's best 
super art. It provides the ability to control spacing from max 
range and in dose. Any mistake from opponents can lead to 
a super art. It makes laying a methodical ground game with- 
out any guesswork possible. In addition to all its great fea- 
tures, il holds three slocks of super meter, allowing the free- 
dom to use an assortment EX moves in addition to keeping 
the threat of Shippu-iinrai-Kyuku. Shippu-Jinrai-Kyaku 
works with almost any style of play, from hyper-aggressive, 
to an all out turtle game. 


CLOSE MP -4 CLOSE HP 

Two bit command chain with a cancel able last hit. It 
is Ken's only verifiable way lo land damage wilhnut 
a super art. Shouryuken (LP) and Shippu-Jinrai- 
Kyakuu both combo off of this chain for solid damage. 



t>*+*fc*+K 


Shinryu-Ken is one of the best anti-air super arts. After it connects, mash 
the kick buttons far exlra damage. You can vary the liming of the start 
the super art from early lo late in a jump in to confuse parry attempts, 
Shinryu-Ken remains effective at all limes, and is invincible on the way 


Shippu-Jinrai-Kyaku 


uD fGD 

: — 

compare with Shippu-Jinrai-Kyaku when it 
comes to Ken's ground game, and Shinryu- 

"CD 

" d 

f C3D 

from characters like Akuma and Ibuki. 
Shinryu-Ken combos easily off of Ken's far- 

□3 [ 


a few 4 + LK's distance, punish throw whiffs 
with * + MK -4 Shinryu-Ken 

The biggest drawback to Shinryu-Ken is that 
it musl be used in close. Allha ugh it is excel- 
lent if used as anli-air, Ken doesn't really 
have the ability to pressure opponents into 
jumping at him. Oulside of a few 4 + LK's 
distance, Ken is never n real threat lo do big damage. Most characters 
are free to poke from medium distance without fear of retaliation. Ken 
musl ploy aggressively to get inside and create opportunities to land this 
super art, or he must ha defensive and bail jumps so he can unleash an 
anti-air Shinryu-Ken, 

TARGET CHAIN 


Shippu-Jinrai-Kyaku is one of the best super arts in the game. The bar 
is short and holds three stocks, 1 1 combos verifiably off of all of Ken's 
important moves. It comes out quick enough to punish moves and is 
deadly from all ranges. It's possible to hit confirm it off of 4 + LKs, tar- 
get combo, 4 -s- MP, Mf| his special normals.. 
HP, and Straight. With all these options, Ken 
has high and low options as well ns dose 
and for options to land this super art. If you 
want to play it safe, you never need to get 
inside of an opponent's throw range 
because Ken can go into Shippu-Jinrai- 
Kyaku from 4 + LK [x2] or 4 + MP. 

Ken's up dose options are incredible, but his 
ability to control space from just outside af 
his maximum range with 4 + MK -4 
Shippu-Jinrai-Kyaku make it a dominating super art. Keep people out of 
range with 4 + MKs while buffering super art motions. When jusl out- 
side of maximum range, if opponents dash in or try to poke at the same 
time, Ken's 4 f MK hils and the super art automatically executes. A per- 
fect lime to try this is after a leched throw attempt. Kbo is positioned ot 
the perfect dislante to buffer 4 + MK -4 super art safely. Stay jusl out- 
side of range with enough super meter ond wait for an oltmpted a Hack. 
If Ken is positioned just right, counter ihe whiffed Attack as it retracts. 


COMBOS YOO NEED TO KNOW 


3 HITS 

TOTAL DAMAGE: 27 

4 + MK -4 EX Hadouken 

Safe low combo using an EX 
move. Knocks down. 

3 HITS 

TOTAL DAMAGE: 40 
Close MP -4 dose HP 4 
Shouryuken (IP) 

Ken's basic, verifiable combo. In 
the corner, juggle with a kara 
canceled Shouryuken {LP} for an 
exlra 17 damage. Knocks down, 

3 HfTS 

TOTAL DAMAGE: 53 
Close MP -4 Shouryuken (LP), 
juggle with another early koro 
canceled Shouryuken {LP} 

High damage non super combo. 
Goad far punishment situations. 
Knocks down, 

3 HITS 

TOTAL DAMAGE: 52 

Cross up jumping EX Totsumoki 
Senpuu Kyaku, land, dash for- 
ward; as soon as passible, juggle 
with Shouryuken (LP), when Ken 
recovers, immediately juggle with 
a kara canceled Shoryuuken (LP) 


11 HITS 

TOTAL DAMAGE: 44 

4 4 LK, 4 + LK -4 Shippu- 

Jinrai-Kyaku 

Flexible, verifiable way to land a 
super art. If 4 + LK (x2) is 
blocked, Ken remains fairly close 
and has a slight frame advantage 
to work with to moan! another 
offense. Y/nlk up throw, short 
walk up 4 + MP linked into 
Shippu-Jinrai-Kyaku, walk up 
dose 4 + LK (x2} Shippu- 
Jinrai-Kyaku, nr walk back a step, 
Universal Overhead finked into 
Shippu-Jinrai-Kyaku ore all affec- 
tive patterns in this situation. 

10 HITS 

TOTAL DAMAGE: 49 

4 + MK -4 Shippu-Jinrai-Kyaku 

Good way to punish whiffed attacks 
for solid damage. Knocks down. 

10 HITS 

TOAL DAMAGE: 50 

4 + MP linked into Shippu- 
J inrol- Kyoku 

Verifiable way la land a super 
art. Useful in situations when you 
cue too far owoy to land 4 + LK 
(x2} -4 Shippu-Jinrai-Kyaku, 
specifically set ups after a 
blacked attack. Knocks down. 



11 HITS 

TOTAL DAMAGE: 54 
Close MP -4 dose HP -4 Shippu- 
Jinroi- Kyaku 

Verifiable way !o land a super. 
Knacks down. 

11 HITS 

TOTAL DAMAGE: 59 
Enazuma Kakato War! linked into 
Shippu-Jinrai-Kyaku 

High damage combo starting off 
of Ken's command overhead. 
Verifiable. Knocks down. 

11 HITS 

TOTAL DAMAGE: 67 
dose HP -4 Shouryuken (MP) 
-4 Shippu-Jinrai-Kyaku 

High damage super combo. Best 
way la deal damage with a super 
art if the combo is guaranteed. 
Good for punishment situa- 
tions. Knacks down. 


16 HITS 

TOTAL DAMAGE: 76 
Close MP -4 Close HP “4 
Shinryu-Ken 

Verifiable way la land a 
Shinryu-Ken off of a 
mid level hil. Knocks 
down. 

17 HITS 

TOTAL DAMAGE: 72 

4 + LK, 4 + LK -4 Shinryu- 
Ken 

Verfiable and flexible 
way to land a 
Shinryu-Ken off of a 
low attack. 
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Straight 


'.sn's generoi strategy revolves around landing Sb ip pu-J inrai-Kyaku 
pepealecDy. It's important lo keep at least one slock of super memter 
sady lo go. When you hove less than one and a half stocks, don't use a 
-per orE even in a guaranteed comho situation. When Ken doesn't have 
rough meter (or a super, he loses his ability lo conlrol spate from mid 
r lung distances. Also, from up dose, Ken cannot do ony significant dum- 
:je staling low, so he is ot risk for a high parry of his target combo, 

'■hen you lock sufficient meter far a super art, counter attack whiffed 
mbs with 4 + HK, and pressure with HK. Don't miss here, or you ore vul- 
nerable to counter attack. Once you are able lo get in dose, via knockdown 
or a jump in, cycle between throw setups, the target comho, and over- 
heads, Since you ora ot risk for high parries, mix it up with dosh backs. For 
-stance, * + LK fa typical tick throw setup), then dash back instead of 
-rowing. Look for movement from the character, such as a whiffed lech 
tow attempt, and punish it with a * + HK. If they did nothing end ccn- 
' iub to block low, dash back in and either ihrow or target combo, 

iome good ihrow setups with Ken ore: 

i + LK, walk op ihrow 

* -i- LK, crouch and hesitate, karo throw 
r + LK, whiffed LP r walk up throw 

IF, throw 

WIJ walk up throw 

When Ken has enough meter for a super art, he becomes a dominating 
ground presence rivaled only by Chun-Li, Ken's 4 + M K has the length 
nd priority to beat out most ground attacks. Keep opponents from 
approaching on the ground by zoning with this move, it's possible lo use 

* +■ MK -> super ail against many actions on reaction, such os dashes 
:nd forward- moving special moves. The idea is to bait a low attack by 
moving just in and out of ihe opponent's maximum poke range. Moke 
1 appear as if you could be hi, then counter attack during the recovery 
of the whiffed move. This should instill fear in opponents on the ground, 
Taking it easier for Ken to get in, [F that's your plan. Ken is so effective 
"om maximum footsie range that you mny decide to fight the entire 
natch from that distance. This can frustrate opponents, especially those 
praetors I hat- must be in close to fight effectively. 

With his ability to out range and zone opponents, mony moy resort to 
jumping to gain a favorable position. Ken has plenty of anlboir options 
deal with airborne opponents. Shouryuken (LP) beats all jump ins, 
::id has the ability to juggle with another Shouryuken (LP) for nice 
mniage. The Shouryuken must he done late to achieve the damaging 
uggle, At only one hit, this move is parry bait. It's host !o Shouryuken 
(LP) only when you see ihe lumping opponent throw out un attack first, 
Shouryuken (HP) on the other hand is 3 hits (d on EX). Vary the timing 
to throw off parry attempts and you have a solid anti-air defense, Mix 
4 up and dash under opponents from lime lo lime. If they committed to 
an air attack, they cannot block when they land. Dash under and either 

* + LK (xZ) or target combo 4 super art. 

Against airborne opponents, Ken bos arguably ihe best air to air move 
i ihe gome, jumping EX Tatsumaki Senpuu Kyoku, It hits multiple times 
and sets up a juggle state. l! J s possible to either comho with Shouryuken 
LP), or sei up a reset situation. Even if opponents manage to parry 
every hit, Ken is usually safe from any retaliation. It con he used effec- 
tively os anti-air as well. As soon as you see on opponent |ump, super 
ump towards them and EX Tatsumuki Senpuu Kyaku immediately. 


An aggressive Ken player should have no problem getting in from the 
air. Ken has o late jumping HP which is unpunishable from the ground 
if parried. If opponents block the punch, hesitate until they are out of 
block stun, then mix it up with throws, 4 4 LK (x2), and target comho. 
He also possesses one of the best cross ups in the game in [amp mg MK, 
If the cross up is blocked, go into any one of his numerous up close pat- 
terns similar lo his wake up gome. One trick that is sure ta work a few 
limes is to immediately do Inazuma KakatoV/arj upon lending from the 
cross up. The natural reaction of defending players is typically to block 
low after a jump tn, so they are open to on overhead attack. 

IAJAKEUP GAME 

After o knockdown, apply pressure with Ken's mix-ups. Turn any mis- 
take from opponents into an opportunity to land a super art, Ken has 
sufficient low end high options, and overhead attacks, that lead into 
super arts. Change up your pattern often to discourage opponents from 
attempting to parry. Once you train them to block on wakeup, go ahead 
and throw. If opponents ore worried about potential lb rows, they often 
try to tech them. Attempting to tech a throw at the wrong time will be 
an opening for you to land a super art. Start any tick throw pattern and 
change it into a super setup. For example: 

* i LK, 4 * * MP super art 

* + LK, crouch and hesitate, 4 + LK (x2) super art 

* + LK, whiffed LfJ 4 + LK (x2) -4 super art 
4 + LK, MP super art 

LK, target combo * super art 
MR 4 4 MP super art 
4 + LK, dash back 4 + MK super art 
Ken has many quick fake out maneuvers used to trick people on woke 
up. For example, whiff a standing LP over an opponent's head right 
before they get up, then immediately throw. The missed move makes it 
look like you are going for something other than a ihrow, leaving oppo- 
nents open for one. Hext lime on woke up, whiff the LP and they might 
anticipate the throw, so instead use 4 4 LK (x2) -> super art. You con 
do the some sequence with a whiffed * + LK into throw, then da a high 
attack that is verifiable into u super art. Ken's kora throw is olso pretty 
good far fake outs. He con karo throw from one law short's distance 
a way. After a kara throw tn the earner, Ken is at his maximum range to 
kora throw again. The range is deceptive. Just stood there for a second 
and do nothing, then surprise opponents with another kara throw, 

Ken's 4 4 MP link super art must be mastered, 4 + MP is fast and 
has high priority. It is safe enough to use often in dose mix-ups. The key 
to ploying Ken is to capitalize with o super art after ony landed hit. Ken 
has the ability to link or cancel into super arts off of almost any poke. 

* -r MP his most important link. Learn it and use it often. 

ADVANCED TACTIC: KARA SHOURYUKEN 

If's possible to karo cancel 4 4 HK [or 4 + MK) to increase the range of 
Shouryuken (LP). The extra range allows Ken to combo two Shouryuken 
(LP) in silua lions where he normally couldn't. The command input for 
this is: I + HK, * + LP It is difficult to do consistently but if mas- 
tered, can really benefit yaur game. In many instances you create open- 
ings to land 4 + MK -> super art from close ranges. Instead, if you da 

* 4 MK 'Shouryuken (LP), kara Shouryuken, not only will you do more 
damage, but you save super meter. In those instances where you are 
close and you bait a tech throw whiff, instead of 4 4 MK super art, 
go far i + MK Shouryuken (LP), kora Shouryuken. 

SETUPS 

Ranges setups for UGH -4 super art 

Against small and medium sized characters 
(4 + LK, 4 + MP), UOH •*» Sbippu-Jinrai-Kyab 
(HK), UGH Shipp u-J in rai-Kyab 

(Target combo), kara UGH -> Shippu-Jinrat-Kyaku 
(Close MP, 4 + MP), kara UOH 4 Shippu-JmrolKyaku 

Against medium sized characters 

(Close MP, LK), UOH 4 ShippuJinroi- Kyoku 
(4 + LK, dash back), UOH ** Shippu-Jinroi-Kyaku 

Against wide characters: 

(Close MF) 4 + MP), UOH -4 Shipp u-J inrai-Kyaku 
(4 + LK (x3}), UOH Shipp u-J inrai-Kyaku 

Against Hugo, Elena; 

(Target combo), UOH -4 Shtppu Jinrai-Kyaku 
Against Oro: 

No setup is required. UOH Shippu-Jinroi-Kyaku works at close 
distance an crouching Oro, 


AMBIGUOUS CROSS UP SET UP 

Ship pud inrai-Kyaku leaves opponents ol the perfect distance to set up 
an ambiguous cross up. After connecting with Shippu-J inrai-Kyaku, hes- 
itate a split second, then super jump towards your opponent, timing if' 
so that you land at ihe exact moment they get up, Ken lands right on 
top of them, making it difficult to determine on which side he lands. 
Before jumping, move a tiny step forward or a liny step backward to 
further confuse your opponent. When Ken lands, immediately start his 
target combo. This gives you enough lime lo determine what side Ken 
is on so you can verify a hit and combo into super art. If you have 
anal her super meter ready to go, repeat with another super jump. The 
idea is to force opponents to guess on what side Ken will and. 

RESETS 

Reset f : After a jumping oir to air EX Tatsumaki Senpuu Kyoku, stand 
LP to reset, then dash Forward. Ken dashes up to opponents right as they 
recover on the ground. From there, you hove the advantage to attack 
first from dose range. You con throw, 4 4 LK (x2), target combo, or 
dash back and counter. 

Reset 2: After a crass up air EX Tatsumaki Senpuu Kyoku, MK lo reset, 
then dash forward. From ill ere, Ken is ot a perfect distance to super 
fump ond cross up with another air EX Tatsumaki Senpuu Kyaku to 
. repeat the process, 

PARRY SETUPS AND TACTICS 

In wake up and up-close situations, you can option parry on any of the 
hesitation or tick throw setups. Start a tick throw setup with 4 + LK, 
bring the controller back lo neutral, then lop down. If the opponent 
stuck out a low poke, you will parry it. Take advantage of the situation 
and launch into 4 + MK -4 super art. If the opponent did nothing, con- 
tinue an attack pressure or throw. 

GROUND CROSS UPS 

Ken can crass up the following characters in any corner: 

Twelve, Alex, Dudley, Necro, Hugo, Unen 

Ken con cross up Chun-Li and Elena only in his own corner, 

FAVORABLE MATCH UP: YANG 

Ken can have an easy time against Yang if he is patient and has quick 
reflexes. Ken's + + MK out ranges Yang, making it hard for Yang to get 
in close on the ground. Although you cannot just stick out 4 + MKs ran- 
domly (Yang con retaliate during ihe recovery with EX Taurou Zan). Ken 
musl patienl and keep Yang from getting close. Yang connot use EX 
Taurou Zon to get in an Ken been use if blocked, Ken con unleash Shippu- 
Jinroi-Kyaku 

Yang usually tries to get in close from the air. His dive kicks ore his best 
jump in, although he is very vulnerable to anti-airs. Ken musl be quick 
and use either jumping Hfi or even better, lumping LX Tulsomoki Senpuu 
Kyoku ony dive kick attempt, A Shouryuken is risky because Vang can 
be tricky with whiffed dive kicks. Whenever Yortg does get close and tries 
MP/HP/EX Taurou Zan, punish the recovery with o super art. 

UNFAVORABLE MATCH UP: CHUN-LI 

Chun4i is one of the few characters that con out range and oul zone 
Ken on the ground. Her 4 f MK is faster and harder to punish. If Ken 
whiffs any moves, Oiun-U can punish with 4 + MK or standing HP. 
Getting in on the ground against (h un-Li is extremely difficult, She can 
keep Ken away with a barrage of 4 + MKs, If Ken jumps, she can eas- 
ily walk under his cross up attempt or air ihrow os a counter. 

For Ken to win this match up, take advantage of the first round when 
Chun-Li has no super meter, Chun -Li without meter is not u threat . All uf 
Chun -Li's dominance comes from the fear of her 4 + MK super art, 
Ken must be aggressive and win the first round before she builds super 
meter. After that, Ken must he extremely patient and careful. Cbun-Li is 
similar to Ken in that any connected hit tan lead to o super art. Ken 
musl defensively, but cannot let Cbun-Li pressure him into the corner, 
jumping HP is a good way to get dose to Chun-U when she is control- 
ling ibe ground. Get in dose that way and Iry a mix-up pattern to land 
a super art. If you are able to get dose lo Cbun-Li, know her maximum 
ranges. After * 4 LK (x3) you are fust oulside of her 4 4 MK range. 
Bail her to stick out 4 + MK and use HK to counter it. You con do the 
same after o blocked target combo. If you are quick enough, punish her 
4 4 MK with o 4 4 MK ^ super art. 
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.* + HK 

Kurushio 

f START UP 

□Cl 

fa 

'GDCDCXj! 

□ 

;□ 

JUli 1 


GUARD 

Cl 


’'parry 

& 


Turning sweep with good rouge. 
Hold HR to iota" [cancel} lb 
attack, allowing Mo koto to mix in 
her command grab. 




'start up r 7 ir D 


'GDGDffi 




□ 


GUARD fHA 


PARRY YT 


Roundhouse 


SPECIAL NORMALS 


NORMAL MOVES 


Cancelable, but no real uses. 


Raoruno has a slight amount of 
frame advantage after it and ran be 
linked into a Seichusen-Godanzuki. 
Decent poke at dose ranges. 


A sEraight with exceptional range. 
Deceit! in fool games if used 
sparingly. Poor recovery and 
start up, so use with caution. 


A lae kick that moves Makolo 
forward and serves as an okoy 
poke up dose. Use for starting 
resets after an EX Hnyote. 


START DP 


in l gd 


Yam a S'? 


Two Nil punch extension at the end of the Shimaki. Passable damage 
for a move with such good range. 


COSTUMES 


A turn kick with great range, plus 
it's hard io avoid during foot 
games. 


STANDING 


In close, MP is fantastic for woke 
up games, with a large amount 
of frame advantage after it, 
allowing Makotc to verify and 
link o super art or LK Hayate 
(LP} after it. Also good for 
Karakusa ticks if blocked. 


* + m 


Nnruto 


'startup f ii |fn 


CDGCGD 


□ 


► " •• 


GUARD (ti/i 




PARRY f H 


fftshato 
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SPECIAL MOUES 


u*+p 


Hu vote ■» 4 > + P 


Fukiog e 


CROUCHING 

4 + MP is a decent, cancelable 
joke. Use it outside of on oppo- 
nent's poke range while finishing 
the input for a Hayate, If the oppo- 
nent dashes or hits a button, f * 
MP hits end cancels into Hayate. + 
- HP is on okoy sweep with decent 
range and executes quickly. Mot a 
>jfe move, it needs to hit. Use it to 
: jnish whiffed attacks. 

* + M has great priority heat- 
ng many random normals. It has 
: slight frame advantage offer it, 
:nd links into Seichusen- 
I- jdcinzuki. 4 + HK has good 
range and covers o ridiculous 
•mount of spate. Safe to do if 
you correctly anticipate a [amp 
:iera cambced Hayate. 


JUMPING 

..-mping MK is a decenl cross up 
btkJ a quod addition to Dakota's 
: dense. Use the frame advantage 
after if it's blocked to set up appo- 
ints for a Karokusa mix up, 

.mping HK has fantastic priori- 
ty great range and executes 
: jickly. It also serves as wonder- 
'd anti -ait. 


Low Jab 



4 + MP 


Low Slrono 


4 + WK 


Low Forward 


start up rn r 


GDCDCD : 



odcdcd 


.1 + HP 


GUARD [jj/[ 
PARRY fliX 


Low Fierce 


START UP Ql|"n 



jo. 

"guard fn/L 


PARRY ( h/l. 


'CD 

[ CD 

QD 

[CD 

'gd 

'GD 

QD 

' CD 


» + HK Low Roundhouse , 


start up ; 10 lfr~: 


GDQQCD 



S3? 

1 


GUARD ( L 


PARRY fjj 


START UP [TOlfn 

TGDQDGD 

□I 



^ [PARRY fX 


Vertical Jab 



t + MR Vert ical S 1 

START UP 


? f 

t H i 

f CM3 

/ g""' 1 1 1 \ 

nn 

[ CD 

'CD 

'CD 

f S X 

CD 

'CZJ 



□ 


- MK Ju mping Forward 

"startup HHfn 


am □ 'qqq 


"guard rT 

"parry hlj 



START up 


GUARD f H 

PARRY | T 


HKJumpmq Rou ndhouse 

DT I ID ( / 1/ s : 


Fairly slow overhead attack, but super art cancelable. 
The EX version knocks down and gets an unbeliev- 
able speed increase, making it easily the game's 
fastest overhead. A terrifying move 1o deal with in 
wake up situations. 


[□ [start up rrrn 


Tcdgqcdjq ggg 



t + HP 


GUARD fT 

parry nr 


Vertical Fierce „ 



□ 


GUARD (T 


PARRY i 


THROWS 


START UP 


jjjf n 


□□Q 


□ 


GUARD fu 


PARRY (T) 


Hcyole is o quick dash punch with great range, but 
leaves Makota vulnerable if it's blocked. The button 
strength determines how far the altar k goes. The LP 
version can be added after any of Ma koto's cance- 
lable normals. After if hits, M a koto has □ slight frame 
advantage, the perfect window to start a mix up 
gome. Karakusa or i + LK Hayate again are 
both good in this situation, !t f s also possible to link a 
Seichusen-Gddgnzuki after the Hayate, The EX ver- 
sion has more range, knocks dawn, and is safe if 
blocked, it's possible to juggle after the EX version if 
it hits in the corner, although who! you're able to do 
after it is very character specific. After pressing QCF 
+ punch, hold punch and press o second punch but- 
ton to cancel the Hayate. If you hold punch without 
canceling, Dakota yells out and poses before she 
executes Hayate. lo do a special taunt, press HP + 
HK after hitting an opponent. 


CD 

f CD 

'CD 

'q 


GO GET 


Awkward anti-air uppercut, but super jump cance- 
lable if it hits, ft's able to stop cross ups in a limited 
manner, and inflicts a remarkable amount of stun 
damage. Good far juggles offer a connected Abore- 
Tosanomi, The EX version moves forward slightly, 
making it easier lo land os an anti-air. 


+ K 


Karokusa 



'm 

[CD 

foe 

CD 

'GD 

'Q 

'GD 

'GO 


A command throw that allows moves to link after it. 
Her entire offense con revolve around landing this 
move. This is vital to Ma koto's mix up gome, and can 
lead to major damage with a super art or a number 
of resels after a normal Hayate hits, 


4 * «- +K 


Tsurvqr 





^ y - — 1 ■, 

CD 

[QD 

[qe 

[□D 

'CD 

'CD 

'Q 

_Q 


A jumping axe kick with slow start up. Fairly hard to 
parry as a jump in and can be used in juggles after 
landing a Abure-Icsanami, The EX version gets a 
major speed increase. Good if used the second 
Makcfo leaves the ground far o jump, making it a 
fairly fast overhead that's safe. 


LP + UK 


Tacchuu 


V: AM + IP + f-K Aroisci 
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SUPER ART III 


SUPER ARTS 

SUPER ART I 


I \ ■+ 4 * + P 


Se EcFiu sen -Go d an zuki 


SUPER ART II 

* \ + 1 * -*■ + K 


Abore Tosnnamr 



Seichusen-Godanzuki hfls for big damage when linked off a normal 
attack. It's possible to verify Seichusen-Godanzuki from linking: M( + 
+ MP r + + MK, close HK, and Hayate, Linking off of a Hayote gives 
Makoto iIie obilily Id land a super art from a full screen away with one 
hit. Punish whiffed pokes with Hayate 
linked into a super art. + + MK is a high 
priorily low poke, as is MP el mid level 
These [inks are useful for landing 
Seichusen-Godanzuki Makoto doesn't have 
any low attack to verify o hit to combo into 
Seichusen-Godanzuki. However, * + LK 
links into Seich use n-Godan zuki up dose, so 
use it to punish whiffs and throw attempts. 
Seichusen-Godanzuki is generally on oil 
around good super for Mold because of 
[Is numerous combo opportunities. 

Seich usen-Godanzuki only stocks one super, 
so EX moves are generally out of the question if Dakota's goal is to land 
a super art. If this super art hits Yun or Yong in the corner, ihey recov- 
er in time to hit Makoto with Sourai Rengeki and Tenshin Senkyulai 
before she recovers from her lost hit. 


Recommended Super Art: 
Abare-Tasanami 

While SeEchusen-Godflndzuki is a good super oil and gives 
Makoto many chances to load damage off many of her best 
moves, it just doesn't tarry the same raw intimidation factor 
that Abare-Tosanami does* With Abure-Tosanarm stocked and 
ready to go, Makoto is just one Karakusa away from stunning 
opponents* The damage she can Inflict with the combos and vur 
ms resets is incredible* Makoto rushing dawn Is a fearsome 
thing* When opponents try to avoid a Karakusa it leads to 
Makofo landing damage on opponents without using her super 
art Hit them as they jump away from an anticipated Karakusa* 


The lost punch can be canceled into either a dash or a super [ump r set- 
ling up juggles and reset situations. The ability to combo after the super 
art is what makes Abare-Tosanami one of ihe game s mosl deadly super 
arts. Even the most basic combo starting from her Karakusa fills almost 
90% of the stun gauge on most characters, 
[t is o guaranteed stun on Akuma and 
Remy, which leads to easy "ihe match is 
over" combos. Against other characters, 
Mnkoto can reset and do 50/50 mix ups 
I that con stun and lead to huge damage. 

Abare-Tosanami combos off of Karakusa 
anywhere from ihe corner to mid screen. If 
an opponent is hit at least once before 
landing a Karakusa, a full Abare-Tosanami 
combo is almost certain to s!un. Against 
crouching opponents, combo into Abare- 
Tosanami behind Oroshi (MP), Oroshi hits 
os an overhead and is hit confirmable. 

Ihe HK version of Aba re can be used to go over projectiles and punish 
characters from a full screen away. Makoto is vulnerable as she jumps 
up la the wall before starting the super art. If she is hit before reaching 
the wall, ^he does not initiate a super art freeze, so no super meter is 
lost, Abare-Tosanami stocks two supers, ideal for EX use while keeping 
the threal of a super art. 


Mokate's only law combo worth 
doing, but still not safe. If it hits, 
she has frame advantage to work 
with, allowing you to put oppo- 
nent into a 50/50 situation with 
a thraw/atlack mix up. 

3 HITS 

TOTAL DAMAGE: 29 
MP linked into LK -4 Hayote (LP) 

Flexible, verifiable way to land a 
Hayate (LP). If MP is blocked, use 
ihe frame advantage to start 
another mix up. Going straight 
into a Karakusa or t + LK -4 
Hayate (LP) are both effective in 
this situation. 


3 HITS 

TOTAL DAMAGE; 30 

Karakusa linked into an early HP 
-4 Hayate (HP) 

Solid and very eosy option off of 
Makcto's command throw. 

3 HITS 

TOTAL DAMAGE; 38 

Karakusa linked into on early HP 

4 EX Hayate 

Slightly more damaging oplian 
off of Ma koto's command throw. 
Knocks down, 

6 HITS 

TOTAL DAMAGE; 76 

+ + MK linked into Seichusen- 

Godanzuki 

Safe, verifiable way to land 
Seichusen-Godanzuki 



TARGET COMBOS 


LK -4 MK 

'ro |j 

f GD § 

n 


* + MK HK 

An awkward chain that doesn't combo. However use 
it os a way to lick into Karakusa if opponents star! 
anticipating the HK follow up to the target combo. 


COMBOS YOU NEED TO KNOW 

2HIIK 

TOTAL DAMAGE; 18 
± + LK-4 Hcyale (LP) 


SHITS 

TOTAL DAMAGE; 76 

MP linked into LK 4 Hoyale (LP) 
jinked into an early Seich use n- 
Godanzuki 

Flexible, verifiable way to land a 
Seichusen-Godanzuki, Knocks 
down, 

SHITS 

TOTAL DAMAGE: 61 

Karakusa linked inlo an early HP 
-4 Hayate (HP) linked into an 
early Seichusen-Godanzuki 

High damage Seichusen-Godanzuki 
combo off of Me kotos command 
throw. 




Tanden-Renki 


When Mnkato activates Tandem Renki, she glows red and powers up, 
resulting in all attacks inflicting 75% more damage until a timer expires. 
However, Makoto loses the ability to block during that time, This super 
art is meant for Mnkato to go on an oll-oul offensive rush. Expecl any 
smart opponent to go on on all-out offen- 
sive rush on Makolo during Tanden-Renki. 
If Makoto isn't the one doing the at lacking, 
she musl anticipole and parry any incom- 
ing attacks. Makoto must score hits, and 
quickly, or else she is going lo be helpless 
versus random attacks, Combcing into 
Tanden-Renki for massive damage is only 
possible in very specific situations by can- 
celing her Fukiage. 



7 HITS 
TOTAL DAMAGE; 82 

MAKOTO GRABS OPPONENTS 
WHILE CORNERED OR NEAR 
THE EDGE OF THE SCREEN 

Karakusa linked Into an early 
HP -4 Abare-Tosanami, cancel 
the last hit into a forward dash, 
then juggle wilh Fukiage (HPJ 
super jump canceled straight up 
inla a jump HP 

Massive damage and stun dam- 
age. Almost a guaranteed dizzy 
against mosl characters. 

7 HITS 

TOTAL DAMAGE: 74 
Oroshi (LP) -4 Abare-Tosanami, 
cancel ihe last hit into a forward 
dosh, then juggle wilh Fukiage 
(HP) super jump canceled 
straight up into a jump HP 

Abare-Tosanami combo off of 
Oroshi, Very good damage. 



12 HITS 
TOTAL DAMAGE; 87 

Karakusa linked into an early HP 
-4 Abare-Tosanami, cancel the 
last hit into a forward dash, then 
juggle with another Abare- 
Tosanami, super cancel the last hit 
inlo a forward jump, juggle with a 
short Tsurugi, land juggle again 
with a Hayate (HP), then finally 
juggle with another Hayate (HP} 

Massive damage. Large amounl 
of stun damage as well. 
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STUBTEGy 



Jiigusa 


Hckoio r 5 game plan revolves around landing Korokusa. Land one, and 
's a combo for big damage and stun. Makolo must go! dose to do her 
::mage; fortunalely, she has the tools la get there. Her dash is incred- 
b y fasl and for reaching. Also, use it la sneak up on players during ihe 
recovery of any whiffed pokes. Use ttayote for the some purpose. These 
-oves come oul quickly, and are a good way lo capitalize on openings. 
Connecting with a Hoyale leaves Makoto in on advantageous position, 

• here she can work Karakusa mind games. 

"13 obvious option is to immediately Karakusa. Often, people expect 
~e Karakusa and atlempt to jump awoy. If I his is ihe case, after the 
-ayate, immediately + + LK -4 Hayote (LPJ. If they try to do anything, 
me Nils them and the fighters ore back where they started. Another 
:otion is to skip ihe + + LK and just use Hayote (LP). If they try to 
.mp, Mokoto hits from close range and sets them up in a juggle state, 
finish the combo wilh HP or Hayote. 

- safer nplion after 0 Hayale is * + HK. This hits a jumping opponent 
:id does not put Makoto nt risk. However, it knocks away opponents 
:-d Mokato musl work to get in dose again. A more advanced tactic is 
;■ HP offer a Hayale. Cancel the HP into a Hayote, immediately cancel 
:.i the move, then dash forward. If opponents jump, Makoto hits end 
covers quickly enough to get back in their face when I hey load. 

Aakcto is 0 momentum character. Her rush down is fast and powerful, 
--/thing you can do to stay near opponents and move forward is to 
:ur advantage because lending a Karakusa is ihe goal However, 
expect opponents to continually jump back to escape any Karakusa 
tempts. Punish these jumps, keep mixing it up until catching them on 
‘-3 ground with a Korokuso. 

Makoto inflicts damage quickly la opponent, however, her main weok- 
”ss is the randomness of her offense. Vo u wool la go for the big dam- 
:ge off of the Korokuso, but you can'1 become predictable. Mix up 
: zrakusa with knockdowns and random pokes lo hit opponents os they 
■ y to jump away or counter. 

Dakota seems to be 0 character of extremes, eillier dominant, or lasing 
sadly To he fair, what Makoto lacks in consistency, she mokes up for 

* th her raw power and ability to do her damage off of one grab. She 
;-jns opponents so quickly, and usually inflicts a tremendous amount of 
::mage, evert without lending a Karakusa, because opponents are con- 
rauljy being hil while trying lo avoid it. Rushing down a defensive 
: ayer is □ good lactic for Makoto. However, expect to run into wake up 
Shouryukem or super arts, simply because it's ihe nature of her game 
: an to be in dose most of ihe time. 

' ien an opponent jumps in, jump forward or backward and press HK 
: s soon os Makoto leaves the ground. It comes oul quickly and has great 
ange. Use jumping HK to shul down Yun and Yang from ever getting a 
: vi kick opportunity, ff you nre a bft braver, use LPas anti-air. If it hits, 
-ash under opponents before they [and in aa attempt to confuse them. 

MAKEUP GAME 

ending one Karakusa con lead to a big combo ond a potential stun, so 
^ake landing a Karakusa your prime objective. Immediately attempt- 
ing a Karakusa as an opponent gets off the ground is acceptable, but 
-any players expect thol attack. Instead, tick on wake up to prevent a 
_mp, then Karakusa. Some really good tick setups into Korokuso are: 


LP r Korokuso 
MP. Karakusa 
* + LK, Korokuso 
± + MK, Karakusa 


Against small and medium sized characters: 

* + MK (x2), UOH -4 Seichusen-Godanzuki 

* + LP (x2), UOH Seichusen-Godanzuki 


Don't rely solely on this move, however. A kara- canceled EX OroshT 
works after a tick throw setup. It hits as on overhead if opponents block, 
and is fast enough to catch them trying la jump away. Performing EX 
Tsurugi as law to the ground as possible is another quick overhead 
attack that knocks down, the more variety of attacks used to punish 
opponents for trying la avoid a Karakusa, the greater the chance they 
block the next time an woke up, leaving the door open for it. 

When Makoto is the one getting up, she doesn't have many fust norm of 
moves to help her get an opponent away from her. * + LK -4 Hay ate 
fLP] is pretty goad if you think Jhey are going for a throw. Also consid- 
er parrying an wake up; it's a complete guess, and shouldn't be done 
often, hut Makoto has great damage and stun potential from one 
Karakusa that parrying shouldn't be completely ignored. If you make 0 
habit of parrying on wake up with Mokato, oppcnenls may be less will- 
ing to poke at her. If they hesitate ond provide any breathing room, 
take ihe initiative and grab immediately wilh n Karakusa, This works 
surprisingly well and is emharrossing for them. 

One way far Makoto lo get oul of a corner on woke up is to do a Abare- 
Tosnnami (HK). She flies la the other end of the screen to safety. Il's a 
waste of a fuff super meter, but sometimes it is the onfy way to escape 
a corner safely. 

ADVANCED TACTIC 1: 

KARA KARAKUSA 

Cancel a whiffed LK late into ihe move to kara cancel her Karakusa. 
Canceling ihe LK increases its range 1 remen dously. Because LK involves 
Makoto sticking oul her knee, it has a deceptive quality. If opponents 
react to thol ond decide to block, they are open for the Korokuso. Here 
are same good setups to get the proper range for a karo Karakusa on 
most characters: 

MP {x2), LK -4 Karakusa 


RESETS AND OTHER 
ABARE-TOSANAWII SETUPS 

Mokato has numerous resets and she can do after connecting wilh 
Abore-Tasanami, Resets enable Makoto lo stun nearly any character off 
of a Karakusa. 

Reset 1: Karakusa, HP 4 Abore-Tosanami, super jump cancel forward; 
Tsurugi, land and dash under; MR, Abare-Tosonamr (HK), dash cancel 
forward under; Fukiage [HP), super jump cancel up and HK. Tins reset 
does 100% stun on mosl characters. 

Setup la: Karakusa, HP Abare-Tosanami, super jump cancel for- 
ward; Tsurigi, land and dash under; LP, then kara cancel an EX Fukiage 
(kora cancel with LK) to cross up as they land; super [amp cancel up and 
HK. This reset does 100% stun on shotos. Mix it up after the LP by dash- 
ing under, then EX Fukiage to un-cross up at the last moment. There's 
also the option to land a Karakusa as they land. 

Selup 2: Karakusa, IIP 4 Abare-Tosaiinmi, dash cancel forward under 
and Fukinge {HP), super jump towards and jump HK; land and dash 
under far eilher * + LK -4 Hayote or Karakusa for 100% stun on most 
characters. 

Setup 3: After on EX Hayote in the corner, Shinbuki to knock opponents 
talc flip recover to land on their feet. This sets up n perfect kara 
Karakusa. This is also an opportunity to dash under certain characters 
for a tricky ground cross up, 

PARRY SETUPS AND TACTICS 

After Makoto lands a Hayale, she is in prime position to atlempt a 
Karakusa. Many players anticipate this and try to knock her out of it 
with a quick * + LP. Time the ■* motion of the Karakusa just as ihey 
recover from the hil stun of the Hayale. This way, if they do poke, 
Makoto parries, then grabs. If they block, she simply grabs them. 


(«+ f MR), LK4 Karakusa 


GROUND CROSS UPS 


After a Araiso (*), dash back, LK -4 Karakusa 

The LK must whiff in order far the Karakusa lo connect. If LK lands, the 
Karakusa whiffs because the target goes into block stun, so the distanc- 
ing must be precise. For one setup where the spacing isn't important, do 
a LK over a waking up opponent. Make it look like a meaty attack, but 
time it so it whiffs. If timed correctly, it's possible to kara cancel into the 
Karakusa to catch on opponent perfectly. 

Another kara cancel for LK is into Orashi, This works well with EX Oroshi, 
regardless if LK fills or whiffs. 

ADVANCED TACTIC 2: 
INVULNERABILITY 

Tacchuu has a unique property: Makoto is completely invulnerable 
immediately after finishing the head butt. Do not touch any controls 
after throwing far the invulnerability lo take place. It lasts a brief time, 
but it is long enough la put to use. The throw knocks opponents jusi far 
enough awoy to where they can still usually reach her with their longest 
poke. Continue to stand after ihe throw, and allow them to try it. The 
move passes right through her, leaving a window of opportunity far a 
Hoyate during the move's recovery. This works well against shotos since 
* + HK is their only move that can reach, and its recovery is long 
enough for her to punish it. Stand up (a bait a low poke after the neu- 
tral throw, then Hoyate counter or dash in and Karakusa, 

Korokuso is also invulnerable immediolely after finishing. This should- 
n't make any change since you should always start o combo after she 
lets go of her opponent. 

SETUPS 

Ranges setups for UOH —4 super 

Against small, medium, and wide sized characters: 

MP (x2), 00H -> Seichusen-Godanzuki 
MR, Tr + LK, UOH -4 Seichusen-Godanzuki 
MP D0H -4 Seichusen-Godanzuki 


Makoto can cross up Twelve, Alex, Dudley, Metro, Hugo and Urien in ony 
corner 

Makoto can cross up Ibuki mid screen. 

FAVORABLE MATCH UP: AKUMA 

Concentrate on one thing against Akumo: lond a Karakusa. Once that's 
done, it's all over for Akumo. Mokato stuns Akuma off a Korokuso with 
her most basic follow up. If she has enough meter, she can finish him 
off fora 100% combo. 

Expect Akuma to make it difficult to get in dose. Take advantage of 
Mokate's quick dash to get under air fireballs: When Akuma is dose, 
take risks ond attempt a parry. The risk/reward ratio is in Makoto's 
favor. All she needs is one Karakusa fa win the match. One parry may 
give her the necessary opening. 

UNFAVORABLE MATCH UP ; CHUBUl 

It won't be easy to gel in dose with Chun- Li. Hokkei faeuls all of 
Makoto's pokes and keeps her from dashing in. Even if Makoto man- 
ages to get in dose, she can't pressure Cbun-U with Karakusa mind 
games like she can other opponents, Chun-Lis tow jab stops all 
Karakusa attempts along with Makoto's other pokes. Chun-Li fust needs 
mash on * + LP whenever Makoto is dose to prevent her from doing 
her thing. Even if Makoto parries, Chun -Li can always concel into an EX 
Spinning Bird Kick on reaction. Tough break for Makoto, 

Far Makoto to win this match up, she must gel in and trick Chan-O, Take 
advantage of Makoto's quick dash lo get in on Chun-Li after she whiffs 
one of her high priority pokes such as Hokkei, If she isn't in the recov- 
ery of one of her moves, do not dash in. A low forward -4 Hoayokosen 
could come out at any time. Play patiently ond carefully, with the goal 
of not getting hit by Cbun-Lt's low forward, Mokato only needs lo land 
one or Iwo Karakusas to turn this match around in her favor. 
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NORMAL MOVES 

STANDING 

MP has g-ond range, is super can- 
celable and goes aver a variety of 
low normals. Decent agonist 
whiffed attacks and completely 
shuts dawn ter lain character 
types, tike shales. Slay just out- 
side an opponent's test poke 
range ond whiff MP while 
inputting ihe command for 
Electric Snake. If opponents hit a 
button, Ihey get nit and eat a 
super art. 

M is a good mid-range poke that 
goes over some low attacks. Con he 
parried high or low, so its use is lim- 
ited. HK has great range with an 
upward angle. Use from far away 
early in anticipation of a jump. 


Short J 



SPECIAL NORMALS 



* +.MP Elbow 



A quick poke that's useful up close. 
Cancels into a super art on reaction 
to a hi!. This is Necro's best move 
to gel people off of him. 


- + HP Hecro U pper 



A stretching uppercut that is suscep- 
tible lo parries. It serves le set up 
juggles, and is a passable anti-air. 



Elbow Ctmaon 

£3 [ OLI /' 


Great far combos. It's fast, does good damage, and puls opponents 
into a juggle state after it hits. Although the [uggles off of it are fair- 
ly limited, against Alex and Hugo Kecro can juggle with this move six 
limes in a row for massive damage. 



GUARD fh/L 


Use in Necro's target combo 
(*■ + LK MP), and ifs a 
decent way to land super arts. 


Knee Attack 


"STARTUP f 5 1 [rT 
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"GUARDf'H/L 
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Goad for combos. Metro's only 
other decent mid level attack. 


White pim ping, r + K 


Drill Kick 



START UP QJ f FH 


Button strength determines the angle of descent. Extremely impor- 
tant la Necro's offense as it's the main woy he gets close. Use to keep 
opponents locked down in the corner. 



"guard di/T 


Stretching upward knee aJtxi 
that carries a huge amount p 
frame advantage after it. Goea r 
anti-air or in domaglng combe 
used for punishment situation: 
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CROUCHING 

+ + MK has extremely good range for a low attack. During fool games, try to takh opponents wilh this move 
*hile they ore dancing around. 


* + LP 


low Jab 


* + LK 


low Short 


START UP 


CDfn 


ti irrnri m Trrjf +? 
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. low Strong , f + MK Low forward 
START UP nrifFT 
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Low 


START UP 


H3GDGD 



□ 


GUARD [H/l 

'parry fii/i 


i f Hit low Roundhouse 
STARTUP 'fiTH« 
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JUMPING 


t * LP 


Vertical Jab 


GUARD f H/L 
PARRY ^ 


f * \ MP Jumping St[on g 


'startup rxif n 
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*■ IP Junijiinj Job t + HP 
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LP +_LK Shouider Attack „ 


START UP 
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+ LP + LK Frnnkenslein&r 


Face opponent's back, LP + IK 
German Suplex 



SPECIAL MOVES 



* \ + P (Push P rapidly) Electric Blast 


Flying] Viper 


Decent anli-air, If the LP version is used against [ump 
attacks mid screen, it's possible to juggle with a for 
HR If ff J s parried, tap punch to make Electric Blast hit 
again, making parry attempts hazardous. The LP 
version is also good for extended juggles after an 
Electric Snake, Electric Bias! (HP) alstf bus one use in 
a ground combo: Tornado Hook (HP) linked into o 
Electric Blast (HP), which does massive damage. 


It's easy to see lids move us nn overhead and this 
move doesn't really do anything else. The EX version 
is faster, hits twice, and has a slight frame advantage 
after it. Passable for pressure ond to help move 
opponents towards a corner. 




Snoke Fong 


P Tornado Hook 


nri fnn ran ' 


QE 


□D 


QD 


GD 


Leg grab that hits low. end has great range. In the 
corner, tfs possible to juggle after ibis move connects. 
This move carries a large frame disadvantage after it, 
meaning Necro will eat a super if it's blocked. There is 
also no reason lo do this move over 4 +- M f unless 
cornered and the plan ts to land Magnelic Storm or try 
for minor juggles. Against crouching opponents, if r $ 
possible to camho into this attack behind Elbow (MP). 


that's goad for various combos. The 
]fe if blocked. The HP version puts 
opponents into a Jong hit si un, allowing you lo link 
after it. The EX version bits more limes and does 
mare damage. 



Command overhead attack. Fairly slaw, easy to antic- 
ipate, The EX version is slightly foster, does more 
damage and Nils twice. 
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SUPER ART II 


Electric Snake 


SUPER ARTS 

SUPER ART I 

(push F rapidly) Magnetic Storm 

k more powerful version of Electric Blast If combos easily off of Necro's 
main pokes’ Elbow (MP), and his target chain. Juggle with Magnetic 
Slorni after a Snake Pang in ihe corner, bul the damage fcn'Hhat great. 
Magnetic Storm works well as an anti-air. although opponents tend to 
bounce up and miss some hits. It absorbs 
some projectiles, so it's useful against 
Akuma and Ibuki's oir attack. Electric Storm 
has its uses, but the damage is nol remark- 
able, and It only stocks one super meter. 



Recommended Super Art: 

Electric Snake 

The high stun damage, two stocks of super meter, and the easy 
combo and zoning possibilities that Electric Snake brings to 
Macro's game makes It his super art of choice, Necra doesn't 
rely on his EX moves, but having access to them occasionally 
comes in handy, 

COMBOS YOO NEED TO KNOW 


3 HITS 

TOTAL DAMAGE: 21 
* + LK -> Tornado Hook (LP) 

Metro's basic combo. Safe if 
blocked. In the corner, [uggle 
again with Elbow Cannon for 14 
extra damage. 

2 HITS 

IOTAL DAMAGE: 24 
CORNER ONLY 

N eutral lb row, juggle with on 
early walk up MP 

Decent damage aff of u [brow in 
the corner. Use it os on opening 
for a basic reset with either walk 
up a step, ihen universal over- 
head, or + + MK ns opponents 
hit the ground. 

2 HITS 

TOTAl DAMAGl: 36 

Anti- oir Metro Upper, juggle with 
early Elbow Cannon 

Decent anti-air juggle that inflicts 
decent damage and knocks 


7 HITS 

TOTAL DAMAGE: 48 

Tornado Hack {HP} linked into a 
Electric Blast (HP) 

Damaging nan -super art combo 
that knocks down. 

6 HITS 

TOTAL DAMAGE: 53 

- + LK, * + LK -» MP 
Electric Snake 

Verifiable way lo land an Electric 
Snake. Passable damage and 
knocks down. When near a cor- 
ner, [uggle afterward for extra 
damage, 

11 HITS 

TOTAL DAMAGE: 59 
CORNER ONLY 

Neutral throw, juggle after wilh a 
Magnetic Storm 

Groat damage aff of a throw. 
Knocks down. 


4 u -m- P Slam P anto 

It's possible to combo into this after a Tornado Hook (HP) because of the 
turned around state that move leaves opponents. Unfortunately if 
Metro doesn't combo into Slom Dance, he has no ofher guoranleed safe 
method to land it* It has a window of invulnerability at the beginning, 
which allows Necro lo grab opponents 
through pokes, but this must he largely 
guess work. If opponents do nolhing, ibey 
can also jump out of Slom Dance because of 
its slaw starl up time. 

Drill Kick is a decenl setup against oppo- 
nents in the corner. When Necro lands, 
immediately use Slam Dance. If opponents 
jump to escape, hit with Necro Upper and 
[uggle with Elbow Cannon. This works 
because Slam Dance recovers so quickly 
lhal mast players are not prepared for Metro's anli-air attack. II is hard 1 
lo actually land Slam Dance unless you parry or combo into it. Fishing 
for damage after Slam Dance misses might be the best you can hope 
far. In ihe corner, it's possible to catch Hugo in ihe air wilh n Slom Dante 
after Tornado Hook [LP} in the earner. 


SUPER ART III 

Electric Snake does fairly good damage and stun. 1 1 combos from max 
range off of Metro's most important pokes, namely MP and Elbow (MP). 
Cancel Elbow (MP) somewhat I ole to verify the super art. It is also pos- 
sible to verify MP, but it is much faster and harder to do so. Cancel 
Tornado Hook (MP) on reaction lo a hit lo 
combo into Electric Snake, The last hit 
bounces opponents up into the air and sets 
up [uggle opportunities in ihe corner. 

Electric Snake stacks two super meters, so il 
is idenl for EX use. Use Electric Snake to go 
under projectiles from full screen and pun- 
ish opponents. 




TARGET COMBO 


COMMAND: + IK MP 

The MP ending whiffs vs, some small crouching char- 

tiTI 

'gd 

acters, namely Elena, Yun, Yong, and Chun U, 

However, it is cancelable and a decent way to land an 

1 

Electric snake. 

[ 


15 HITS 

TOTAL DAMAGE: 75 
Knee Missile linked into * + 
LK-> Magnetic Storm 

Easy, high damage Magnetic 
Slorm combo. Good for punish- 
ment situations. Knocks down, 

11 HITS 

TOTAL DAMAGE: 58 

Tornado Hook (HP) linked into 
early Knee Attack ^Tornado 
Hook (MP) Electric Snake; 
when Necro recovers, immediate- 
ly juggle with early Electric Blast; 
when Necro recovers, juggle with 
early Elbow Cannon 

High damage and stun damage 
off of a Tornado Hook (HP), 
Knocks down. 
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finger Attack 


Sscro has many long rouge moves, bul he is surprisingly effective from 
dose range. He is also good in a mid rouge footsie bottle against char 
:;ters lhal are large enough to get hit by MP while crouching. Use MP 
: pressure, ant) look for any movement. If you see it hit, cancel into 
ijctrrc Snake. MP goes over low attacks and has good range. Keep 
■araders out, and use ft to punish whiffed attacks. This move is espe- 
; illy goad for zoning against shotos. When outside of their greatest 
poke conge, whiff Elbows lo build super meter. Mix it up with MK and + 
- MK to do a good share of damage ta opponents, 

: you frustrate opponents on the ground, they might try to fump in. * 
* MP comes out quickly and reaches far. If it is parried, Metro remains 
safe because he quickly retracts his arm. However, the move doesn't 
-ave ihe best priority. If opponents expect a * + ttlj they can do an 
f:rly jumping attack lo beat it. Use Macro Upper occasionally, too. ft 
orks os anti-air, and sets up a juggle. A Electric Blast (IP) is also good 
:: anti-air. It sets up a juggle (follow up with HP). 

Drill Kicks are great for getting in and playing aggresively. He can exe- 
utE them law to the ground, making it hard to hit with an anti-air, 
-iDther good jump in is jumping HK. This bits from for away and links 
; ectric Snake when Necro lands. Good for getting up dose or applying 
pressure from far away. 

Mien Macro gets dose on the ground, use Tornado Hooks to keep on the 
-:rward pressure. After a Tornado Hook (IP), Metro has many options 
: mix it up. Go low with a + + LK -4 Tornado Hook, attack from mid 
7 /el with Knee Attack Tornado Hook, throw, parry, a r do another 
Tornado Hook'ILP). Doing Tornado Hooks (LP) over and over tan actu- 
: y be effective, although this move is fairly easy ta red perry on the 
second hit. 

MAKEUP GAME 

lecro doesn't hove the best set of moves to scare a waking up oppa* 
oettl. His overhead attacks are slow and he doesn't have a jumping cross 
ic. The best thing for Mecro ta do is to keep pressuring with mid and 
sw attacks into various Tornado Hooks. Add in throws to keep appo- 
ints guessing 

'■ill Kicks are a good way to keep pressure on waking opponents, and 
: play tricks an them. Walk up right next to them os they ore getting 
, : and jump over them and Drill Kick (HK) down. Change it up and land 
ihind them, or land right on tap of them, il is hard for them to tell 
■here Mecro is going to hit, Necro has another Drill Kick trick to use 
rer landing an Electric Snake. Dash up once, then jump backwards and 
]-TI Kick (MK), Necro lands right behind opponents right at the last sec- 
’.-d, It's tricky, and sets Necro up to combo *■ + LK (x2) -4 MP and 
cel into Electric Snake if it hits. 


When Mecro is the on a getting off the ground, expect lo have some 
trouble against aggressive opponents. Elbow (MP) is your best bet. It 
comes out quickly and it late cancels into Magnetic Storm or Electric 
Snake on reaction. If you can't find an opening for Elbow (MP), you 
may need to resort to a strategic parry to get out of o bad situation. 
Necro olso has a hard time dealing with cross ups. Try to keep opponents 
away as best you can, 

SETUPS 

Ranged setups far UGH -4 super art 

Against medium sized characters: 

(MP), UOH -4 Electric Snake 
(Knee Attack), UOH *4 Electric Snake 
(Knee Missile), UOH -4 Electric Snake 

Against wide and large sized characters: 

(MP), UOH Electric Snake 

Against Oro: 

No setup is required. UOH -4 SAT works at close distance on 
crouching Oro. 

RESET 

Reset t: After a threw in the corner, hit with MP to knock opponents 
back on their feet. Take a small step forward to set op a perfectly dis- 
tanced UOH lhal links into Electric Snake. Mix up by taking just o tiny a 
step forward, less than needed to connect, so that the UOH whiffs in 
front of opponents. Land and throw to start this pattern over again, 

PARRY SET UPS AMD TACTICS 

Necro has a slight frame advantage after Tornado Hook (IP), At this 
range, most players go with a low attack against Necro, Parrying down 
in this situation often works. After a successful parry, combo Knee Attack 
-^Tornado Hook (MP) -4 Electric Snake. If they do nothing and yon 
crouch, immediately throw or do another Tornado Hook (LP) to set this 
situation up again. 

IF you use * + MP for anti-air enough limes, it's bound to get parried, 
Do E) early enough, and Necro is safe from any counter attack. So after 
an opponent parries, tap * os soon as Necro recovers to counter perry 
jumping attacks, 

GROUND CROSS UPS 

Necro can crass up Hugo in any corner. 

FAVORABLE MATCH UP: AKUMA 

Necro's MP gives Akuma a hard time on the ground. It goes over all of 
Akuma's low pokes and hits while he's crouching. 3f Necro hits Akuma, 
cancel into Electric Snake an reaction. Electric Snake does a massive 
amount of stun to Akuma, on top of Its regular damage. Keep Abma 
at maximum MP distance and keep poking over his low attacks. If 
Akuma ever gets dose, be patient, and hit him with Elbow (MP) 
Electric Snake. Akuma's offense can be pretty hard to deal with some- 
times, but Necro only needs lo hit Akuma with one or two bask combos 
ta stun him. Then it's all over for Akuma. 

Necro has on easy 1 00% stun comho on Akuma. If Macro taunts first, 
the fallow up combo does 100% life damage as well. In the earner, hit 
with Knee Missile, link MP 4 Electric Snake, juggle with Electric Blast 
(LP) 4 - Electric Snake, then juggle with Elbow Cannon for the dizzy. 
When Akuma gels up, Tornado Hook (HP), and either do a Snake fang 
(LK) or Electric Blast (HP). 


UNFAVORABLE MATCH UP: CHUN U 

Chun -Li gives many characters problems, and Necro is one, CKun-Li 
ducks under Necro's MP, his main mid-range poke. Mast of Necro's good 
pokes leave him open to he hit by Chun-U's * + MK -4 Houyakusen, 
Chun- Li's «■ + HP and 4 4 HP lend to beat all of Necro's moves. 

Necro has no choice other than to attack Chun-Li From mid range, coun- 
teratlack any whiffed HP Chun-Li does and poke with MK, but other 
than that, you must get close. Jumping HK is a goad way to attack from 
long distance, link Electric Snake behind a hit. Otherwise, rely or Drill 
Kicks la get in dose. From there, play smart and don't get hit. Easier 
said than done, hut it's possible. Because Necro has such a difficult lime 
landing Electric Snake against Chun-Li, Slam Dance is also a viable 
option against her. Drill Kick, land, and Slam Dance is o decent tactic, 
but it might be a better idea to save it for wake up. With it, Necro has 
a way to bail himself out when he gets knocked down by Chun-Li, 
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HP Close Fierce 
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STANDING 

HP is a fast two hil overhead that 
does good health meter damage 
and sliin damage. This move is 
on overall good option for mix up 
games. 

A fast poke with good range, MK 
goes over low attacks end does 
decent stun damage and works 
well for punishing whiffed moves. 

HK inflicts exlremely high stun 
damage for a normal hit. Decent 
range and speed, but still good at 
dose range when anticipating an 
attack. Use it in combination with 
Oro's back dash to ovoid throws 
a! close range, then punish the 
whiffed throw with HK. 


COSTUMES 


Roundhouse 
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STANDING CLOSE 

Close HP is o super fump conce- 
loble two hil uppercut that sets up 
oil of Oro's most important 
extended juggles. Also good as 
ontiolr. 


Close Roundhouse 
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SPECIAL NORMALS 


Mnwushi Hip 


START UP (j[] f GE) 


Spinning back hand that moves Oro forward while attacking. Whiffs 
versus most crouching characters, limiting its usefulness. 

t t 2 D a n Total ^ 

■ 


A second jump while in mid air, used for multiple tricks. If you jump 
in and suspect opponents will try a ground based anti-air, perform the 
second jump towards ( ■* ) to barely dear the anti-air and land on 
attack if the whiffed attack has sufficient recovery. The second jump 
can also be used for crass up tricks, like jump over opponents while 
they are g siting up from a knock down, then double jumping hack- 
words towards la set up a cross up HK. Depending on when you dou- 
ble jump during tbe first jump's arc, you can time the cross up MK to 
hit m front of or behind your opponent. 
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SPECIAL MOVES 


CROUCHING 


M-LP 
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JUMPING 


t + LP 


Vertical Jab 



t + HP Vertical Fierce 
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Jumping MK 1s o decent cross up and helpful for selling up guessing games with some frame advantage. If ifs 
Mocked, walk up throw,. HF* * + MK Niou Riki, or hack dash to HK are all options in this situation. 
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Great as an "instant" overhead. When opponents 
wake up from a knock down, jump forward and 
input the command as quickly as possible. The 
Hitobashlra Nobori is performed dose to the ground,, 
making it a fairly fast overhead, Eft also usable in 
other high/low min ups. Example: After a successful 
knock down in the corner, jump towards your oppo^ 
nent, timing it so that you will land just as they stand 
up r then do + + MK -> Niau Rikt. The next lime in 
this situation, open with Hitobashira Nnbori (HK) just 
before touching the ground, which hits as an aver- 
head, land, then juggle with MP -) Jinchuu Wotari 
for extra damage. 
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Spiraling uppercat. Usable in some combos anti os 
wake up. EX version is faster ond does more 


Jinchuu Watari 
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Three hit command grab, E lockable, but it cannot he 
parried. Ift good for basic ground bombas, as it com- 
bos behind medium attacks. 


Good for Qro's extended juggles off of close MP. Con 
be used for some cross up tactics, like hiocked dose 
MK -> Jinchuu Watari [MK], which crosses up oppo- 
nents, then doing dose MK Jinchuu Watari {LKJ, 
which hits opponents from the fronl. However, this 
move is very unsafe if blacked, making it risky for 
these applications. The EX version travels much faster 
and homes in on opponents. 





SUPER ARTS 


SUPER ART I 


SUPER ART II 


SUPER ART III 


+ \ + P, Approach opponent P KTshin-Riki 


r \ 4 r \ + p Yattvou-Dama 
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Tengu- Stone 


Oro has two ways !o use this super art, Activate ft with two punch but- 
tons arid Ora heps towards opponents and grabs with Kishin Tsui, jumps 
high into the sky, then crashes them down into the ground for decent 
damage. It's possible to combo into this grab with + + HR or try to bait 
opponents to throw out a move and hop 
right through it to grab them. 

The other variation to this super art is to 
activate with only one punch button For 
Kishin Riki. The super meter turns into a 
timer that counts down. During ibis brief 
time, all of Ore's punches become multi bit 
versions of his command throw. However, 
during this lime, those throws are unb lock- 
able, In the air, all of his punches become 
multi hit versions of his air throw. This ver- 
sion of the super art does not hove much 
potential to deo! much damage. Also, with 
only one stock of super meter, Oro doesn't have the luxury to do EX 
moves and still have a super art ready to go. 


Recommended Super Art: 
Yagyou-Dama or Tengu-Stone 


Oro sends out a large, slow moving projectile. The stranger the punch but- 
ton used, the higher the arc that the projectile travels. Use Yagyau-Dama 
in Ore's juggle combos. It's also possible to use it as a safe way ta get dose 
to opponents. Send out a Yagyou-Damn, then follow behind it ond attack 
sofely. If Oro has all three stocks of super 
meter, activate the more powerful Yagyou- 
Oodama by pressing two buttons. Oro jumps 
up high ond sends down out a monstrous 
projectile that hits many more times than a 
normal Yagyau-Dama, It con also be used in 
juggle combos with the ability to continue 
juggling after Yagyau-Gadamfl bits. 

With three super meter stocks, it is the ideal 
choice if accessibility to EX moves is some- 
thing you desire. One of the most important 
uses of Yagyou-Dama is setting up unblock- 
able siluotions. After knocking down oppo- 
nents, send out a Yagyaa-Dama, then jump over them and crass them up 
at the same time Yagyou-Dama hits from the other sideJts not too difficult 
to set up on unbbckable from Ora's juggle combos. Cancel o MP fnlo ihe 
appropriate Yagyou-Dama, then dash up and jump over your opponent, 
and double jump straight up. lime it so Oro comes down with a jumping 
HK ta bit from one side os tbe Yagyou-Dama hits from the other. 
Immediately start a new juggle combo with MP r and continue to juggle and 
end with another M P 4 YQgyou-Dama, Keep repealing this unbbckable 
situation so long as you hove enough super meter and are positioned prop- 
erly mid-screen. This repeating sequence is usually easy to keep up 
hecause Oro builds meter during the juggles before the super art. 


There are two variations to Tengu-Stone. Activate with one punch but- 
ton, and three random floating items appear above Ora's head that 
attack with him, increasing the hits and damage. This lasts until Ora's 
super meter is exhausted. This variation is useful for pressuring cor- 
nered opponents. It is extremely risky far 
opponents to try la allack, so do not hesi- 
tate in yaurs. Even as they are blocking, 
they take chip damage from every hit. End 
with a hit before the timer runs, then link 
into a MP ta start a juggle combo after ihe 
super meter expires. 

The other variation isTengu-Midareishi.The 
timer runs cut much faster, but Oro gets tbe 
floating items and can juggle with each hit. 
Use Tengu-Midareishi to continue a juggle 
combo when normal and special moves no 
longer combo. At the end of a Tengu- 
MHareishi juggle, juggle with another MR to keep it going far a few 
mare hits. The Tengu-Stone stocks a single super meter. 







Yagyou-Dama and Tengu-Stone both lead to punishing oppo- 
nents off 0 or by starring g juggle in same other way. 
Yagyou-Dama has the added benefit of setting up multiple 
unbEockable situations, but Oro must land a hit to set these up. 
Use Tengu-Stone to corner opponents and land damage while 
they try to block the onslaught of high and low attacks. Both 
super arts are goad, and both can give Oro opportunities to 
really hurt opponents. 


NEED TD KNOW 


COMBOS YOU 

4 HfTS 

TOTAL DAMAGE: 34 
+ + M 4 Niou Riki 

Easy ond damaging combo off of a 
Jaw attack. Although it's nut safe, 
there are same set ups ibat require 
□ good low combo ta be effective, 

5 HITS 

TOTAL DAMAGE: 43 

Close HP [1 bit) 4jinchuu 
Watari (MK); land, then juggle 
again with a late close MP (1 bit] 
4 Jinchuu Watari (MK); land, 
then juggle with Oni Yonrna [MR] 

Damaging juggle combo. Good 
far punishment situations and 
knocks down. 

6 KITS 

TOTAL DAMAGE: 45 

Extremely tale jumping 
Hitobashira Nabori (HK) ft hit); 
load, then juggle with dose MR 
(1 hit) 4- Jinhuu Watari (MK} 


Damaging juggle combo off of an 
overhead attack. Use with Ora's 
basic jump in / empty jump in set up. 

9 HITS 

TOTAL DAMAGE: 45 
Close MR [1 hil) 4 Jinchuu 
Watari (MK); land, iben juggle 
again wilh late dose MR (1 hit) 
-4 Jinchuu Watari (MK); land, 
then juggle with an early close 
MR (t bit) 4 Kishin Riki activa- 
tion, then immediately jump and 
hit punch lo juggle 

A safe way to activate Kishin Riki. 
After the combo hits, Ore still has 
about 70% of Kisbin Riki limer 
left. Decent far punishment situa- 
tions ond knacks down. 

2 HITS 

TOTAL DAMAGE: 68 
* + HP 4 Kishin Tsui 

Easy, high-damage combe for 
punishment situations. Knocks 
dawn. 



TARGET COMBO 



t; I 

COMMAND: CLOSE IK -» MK 

Quick nnd safe chain wilh limited uses. 

IsJ 


41 HITS 


13 HITS 


TOTAL DAMAGE: 91 TOTAL DAMAGE: 74 


Close MP (I ’Itfk. 4 Jinchuu 
Watari (MK); fond, then juggle 
with late dose MP (1 hit) 
4jinchuu Walari (MK); land, 
then juggEe with early dose MP 
(1 hit) 4 Tengu Midare Ishi, 
immediately juggle wilh a HK, 
juggle with Mawashi Hiji, HK, 
Mawashi Hiji, HK, Mawashi Hiji, 
Tengu Midare is hi ends; walk up 
a step to late close MR (1 hit] 4 
Jinchuu Watari (MK}; land, then 
juggle with late dose MR (1 hit) 
4 Jinchuu Watari (MK}; land, 
then juggle with an immediate 
Oni Yanmo (MR} 

Basic Tengu-Stone combo. Far 
consistency, skip the Jinchuu 
Watari juggles at the beginning 
and do theMP(2 hits) 4 Tengu- 
Slone ta start H. In the corner, 
replace the Mawashi Hiji juggles 
with HK. 


MIDSCREEN ONLY 


Close MR (2 hits) 4 Yagyuu- 
Dodoma; recover, dash for- 
ward 3 limes, juggle with 
close MP (1 hit) 4 
jinchuu Watari 
(MK); land, then 
juggle with late 
dose MP (1 hit) 

4 Jinchuu Watari 
(MK), land, then 
gEe with early Oni 
Yanma (MP) 


Decent damage 
and knocks 
down. 
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Off of o single HP, Oro has the potential to deni an impressive amount 
of damage. If he las a few stocked super meters, Ora has I ho ability to 
mn a round off of a HP, I hen a series of unhlatkable Ycgyou-Dnma set 
ups. The trick is landing Hie MP. Has! opponenls will be careful 1o avoid 
MP when Oro is dose. The move has a recovery long enough lhal some 
characters can block and retaliate with a super art. Some limes the risk 
is necessary due to the large reward. Oro must throw often when dose, 
The goal is to got opponents to react in a way that leaves them open to 
HP connecting. 

While palienlly waiting for an opportunity to [and MP, Oro has enough 
ways to possibly trick opponenls into getting hit, Oro is fortunate to have 
many good ground pokes tn frustrate and, more importantly, deal dam- 
age la opponents. JHK and MK are bath excellent for going over law pokes 
and keeping opponnets out of range. Goth of these moves give most 
opponents enough trouble la where they will resort to lumping at Oro. 

Oro has many good ways to deal with jump -ins. The obvious move is MP. 
If it connects, then a massive juggle combe end setup should follow. 
Unfortunately this move comes aul somewhat slaw and tends to get 
heal. However, if HP trades, rt's still possible to set up a juggle. Many 
opponents ore aware of the dangec of HP, so use Ora's quick dash and 
small size to combat jumping opponents. Wait as long as possible and 
dash under opponents before they land, if you are quick enough, it's 
possible to catch them with an anti-air MP from the other side. If they 
land before Oro can connect with MR try * + MK Niou Rikt as they 
land, or go for a throw. If Oro is a good distance away, HK works sur- 
prisingly welt as anti-air. If you're playing aggressivly, meet a jumping 
opponent in the air with an option parry air throw. 

Ore's back dash is extremely fast and useful. Use it similarly to o shoto's 
back dash to bait out throw tech attempts. Whenever Oro b dose, either 
back dash immediately or tick with * + LK or another quick poke that 
looks like a throw setup, then dash hack. If you see opponents flinch and 
do something, use HK. If you want to stay dose, dash forward and throw. 
After a bnck dosh, Oro is aba at a good distance la jump in, which is a good 
option if on opponent did nothing for you to punish after the back dash. 

Use Ora's double jump to invite anti-airs and jump out of the way. Jump 
towards opponents and either double jump back or upward to escape 
any passible anti air. This is a good way to lend some hits on d get dose 
to opponents. After missing with one or two anti-airs because of this, 
opponents are likely to be more conservative with anti-air attempts. This 
provides the opening necessary to get in on opponents la land MP. 

When Oro has a jump -in opportunity, on extremely late, dose la the 
ground Hitobushira Nobori is on easy and deceptive way to land a MP. 
Jump and wait until Oro Is almost at the ground, then execute a 
Hitohashira Nobori. Host diameters will see Oro jump and do nothing, 
preparing to block low. You can hit them as they transition to blocking 
law, land, and juggle with HP and proceed to do any of Oro's many high 
damaging options. This trick works extremely well in (mining opponents 
inlo blocking low os Oro get dose to the ground, provided you hove pre- 
viously done nothing in the air, then immediately used a 4 + HK upon 
lending. Set this up after a backward throw. If opponents don't quick 
recover, Oro is at a groat distance to super jump in and use Hitohashira 
tlobori right before the opponent lands. 


WAKE UP GAME 

Depending an how Ora scores a knockdown, his wokeup tactics change. 
Super art selection ploys a rale as well. With Yagyou-Doma, go for an 
unworkable setup if it's possible. Otherwise, trick opponents with dou- 
ble |ump cross ups, or o Hitohashira Nobori It's available both very 
early and very Inte in pro's jump. Get right next to opponents and do it 
as an instant overhead. It is too fas! for players to react to r most likely 
catching them as they block low. This is good far quick damage, and it 
knocks down, setting up another wokeup pressure situation. 3f you're 
having difficulty getting close, wait for a knockdown that an opponent 
quick recovers. Send out a Yagyau-Dama and follow behind it; while 
they ore blacking the YogyomDama, mix up overheads, law attacks, 
and crass ups from either jumping HK of Jincbuu Watari Landing | hit 
while Yagyau-Dama is out usually leads to HP to start a juggle. 

With lengu-Stone, use any kaockdown as on opportunity to activate 
Tengu Ishi and get close la apply pressureand inflict as much damage 
possible. With Tengu-Slcne activated, there's no need to worry about 
being hit on wakeup, except by high priority super arts. 

When Oro Is getting up off the ground, he has a fez decent attacks to 
push away opponents, EX Qni Yanma is a g real wakeup move. Cancel it 
inta Yagyau-Dama to potentially set up an unblock abb situation if it 
bits, or it provides a nice opening to either dash up or jump in an oppo- 
nents. Oro's IK comes out quickly, so it is useful in wakeup situations. 
Watt for an opponent la lick or do same sort of hesitation move, then 
retaliate with LK at the firs! opening. IK usually comes out quicker than 
a poke or throw attempt. If you want to get out of a corner, cancel IK 
into a Jincbuu WatnFj ta escape, and possibly cross up ul the same time. 

Oro's back dash is goad for getting him out of trouble, except when In the 
earner. Back dosh on wake up and HK to punish attackers. Back dash out 
of tick throw setups and any hesitation moves. Don't becomB predictable 
by back dashing too often on wake up, Oro is vulnerable during it, 

ADVANCED TACTIC: 

UNBLOCKABLE YAGYGU-DAMA 

The easiest way to set this off is after repeated MP Jinchuu Watari 
combo. Cancel the first hit of ihe lost MP into a Yagyau-Dama. Yogyou- 
Damo should juggle opponents and knock them to the ground. This is 
important because they can't quick recover from a super art. Position 
Oro to double jump over the fallen body and came down to hit from one 
side as the Yagyau-Dama bits from 1 the other side. The Yagyau-Dama is 
unbfockable, and it's passible ta link another MP to start a new juggie 
combo. Repeal this setup until the super meter is depleted. The meter 
builds throughout this combo, so you may keep this pattern going long 
enough 1c knock out opponents. The specific Yagyau-Dama variations 
and setups vary between certain characters. Here ore same basic setups 
that work an a large percentage of the cast. 

SETUPS 

Setup 1: Against characters jftgl oSy bounce off of the Yagyou-Duma 
once, such as shetos. At the end fcfjbe juggle combo, cancel HP into a 
Yagyau-Dama (MP). Wait jusf o second, then dash forward twice. It's 
important to wait so yau don't end up dashing under them. You want la 
dash so that you push the opponent's body into position far the unblack- 
ahle Yogyeu-Dama to connect an wakeup, After the dash, jump over 
their body, then double jump again in the same direction. As Oro comes 
down, hit with a HK before landing. By timing ttio hit at the same time 
as Yagyau-Dama, it is unworkable. The Yagyau-Dama continues to hit, 
and you are free to launch a new juggle with MP. 

Setup 2; Against characters, such ns Alex, Twelve, and Urien, that 
bounce off of the Yagyau-Dama twice. At the end of the juggle combo, 
cancel the HP into a Yagyau-Damn (HP), As soon as you recover, super 
jump towards the opponent to position properly. When Oro lands, jump 
over the fallen body, then double jump again in the same direction. As 
Oro comes down, hit with HK before landing. 

Setup 3: Against smaller characters, such as Yun and Yang where you 
can't do the repeated MP -> Jinchuu Watari cambo, you must cancel 
into o Yagyau-Dama (HP) directly from ihe second hit of MR Dash 
under opponents as they are juggled by the Yagyau-Dama. Jump 
straight up, and time it so yau can come down und HK before landing, 
hitting at the same time as the Yngyou-Pama hits from the other side. 

Setup 4: Oro is on the ground and the opponent is right next to him. If 
you manage to land a wokeup EX Dai Yanma, cancel immediately into 


a Yogyou-Dama, then do one of the previous setups fhal is appropriate 
for the character type faced. This is a great way to setup an unbfockable 
against an aggressive opponent. 

Setup S: Use EX Nrchirrn Sbou to confuse an opponent's ability to block, 
if you land a MR immediately perform on EX Nkhirin Shou. Next, input 
a Jinchuu Y/atari (HK) to crass up right as they I und. Oro hits them at 
the some lime as the EX Nichirin Shau, which can set up a HP ta launch 
the opponent again. This setup is less usable because opponents can 
quick recover after the MP hit to roll away to safety. 

RESETS 

Reset 1: At the end of one of Oro's juggle combos, reset for a tricky 
ground cross up setup. For instance, at the end of this combo: HP -*> 
Jinchuu Watari, MP -> Junchuu Watari, instead of finishing the juggle, 
hit with LR This resets opponents to recover bock to their feet. Quickly 
dash under before they land to cross up. Start a new juggle combo if 
they don't react In time to block properly. Mix this up by hesitating and 
dashing just a split second later so Oro doesn't make it under their 
falling body. 

Reset 2: At the end of Oro's repeated HP 4 Jinchuu Watari combo, 
reset opponents with + + HP. Cancel it into I be Tengu Midareishi varia- 
tion of Tengu-Stone and begin a new juggle. This may not do any more 
damage than canceling directly into Tengu-Stone for the full combo, but 
it does reset the stun damage of the new combo. 

PARRY SETUPS AND TACTICS 

Ora has. an air throw that con be used with an option parry to be on 
effective air to uir option. Simply tap -* slightly before Qro enters ill row 
range. If your opponent attempts an attack, Oro parries, ihenoir throws 
them. Otherwise, the throw just comes out, 

GROUND CROSS UPS 

Ora can cross up Alex, Twelve, Hugo, Dudley, Necro, and Urien in aay 
corner, 

FAVORABLE MATCH UP: AKUMA 

Akurrm con teleport out of unworkable and Tengu-Slone setups on the 
ground. However, Akuma has other weaknesses that give Ora a slight 
edge against him. First and foremast, Akuma has a small stun bar. and 
Ora's HK deals a Ion nf stun damage. Play footsie games with Akuma 
and try to land HK aver ana of his low pokes, II only takes a few to dizzy 
him. Ore's small size also helps him out against Akuma, allowing him to 
duck under TnlsumakiSenpuu Kyakus, and dash under Zanku Hudouken 
pretty easily. There are many chances for Oro to land big hits an Akuma. 
If you cun dizzy Akuma, then one big combo should seal the deal. 

UNFAVORABLE MATCH UP: KEN 

Oro actually does quite well against Ken from medium range on the 
ground. Oro even defends against Ken's offense fairly well. The reason 
Qro has trouble with this molch up is because be can't be aggressive 
□gainst Ken. Oro can beat many of Ken's pokes from a distance, but 
expert trouble In getting past Ken's low forward danger zone. 

Ihe air is no better. Oro's double jump tricks don't work on Ken because 
Ken can just do random EX Talsumaki Senpuu Kyakus in the air to keep 
Ore grounded. Attacking is risky against Ken. If you ever manage to get 
close, it is too risky to go for HP because if Ken blocks ft, be has the 
chance to land Shipp u-JTnrai-Kyaku, 

To win this matchup, ploy defensively. Be annoying and make Ken be 
ihe aggressor. Beat him at poking games with HK and HK from a safe 
distance. Maintain distance ad don't let him rush you down. Dash back 
whenever he gets dose and force him to jump, then dash under him. 
Play keep away and slowly land your hits. Keep this up long enough 
generally leads to m anxious Ken player who might do something that 
leaves him vulnerable. Yau must capitalize an any mistakes, but don't 
rely on this. Just play safe and don't allow Ken to get In dose. 
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NORMAL MOUES 

STANDING 

M is good against some low 
Attacks ll comes out fast and lias 
decent recovery, 

HK has ridiculous range and is 
very good against low attacks. 
However, it has absolutely terri- 
ble recovery. Don't bother with it 
against a Cbun-Li with a slocked 
super meter; hit or mHs with it H 
and Q is open too super art. 
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CROUCHING 

* + HK has o heavy start up and 
recovery. It's a risky move, but 
dees have strange priority to EUl 
often trades with reversals. 


JUMPING 

Jumping LP (a.k.a. THE CLAW) 
comes out quickly and stays out 
the entire arc of Q's jump. Good 
for throw set ups when blocked. 

Jumping HP is a great [ump in 
that executes fairly fast end does 
heavy do mage. 
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Press ond hold ony punch button fur a overhead punch variation of the same move. Fast start up and good 
recovery. Makes this a large part of Q's offense. Good for various combos and lets Q get into his preferred 
range safely. The overhead variations can be tricky to deal with when combined with Dashing Leg Attack. The 
EX version sacrifices the good recovery for more damage and a juggle opportunity after it hits. 

i * * -r K Cap ture & D e adly Blow 


L slow command throw with incredible range. Con he 
juggled after for major damage. Great addition to 
Q's offense when combined with Dashing attack cam- 
bos in mix up situations. 


Button strength determines the angle at which Q 
attacks. Use os an early anti-air against players that 
parry often. The EX version hits multiple times for 
more damage and knocks down. Goad for a combo 
(M 4 EX High Speed Barrage) to deal damage in 
situations when Q doesn't have a charge far a 
Dashing Head Attack. 


Low hitting versision of Dash Head Attack, keeping 
the fast start up, but it has had recovery. Can be 
tricky to deal with when used in combination with the 
overhead variation of Dashing Head Attack. EX ver- 
sion does more damage and hits twice. It's possible to 
super cancel off of the first hit. 




SUPER ART II 


SUPER ART III 


SUPER ARTS 


SUPER ART I 
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Critical Combo Attack 



Five Dash attacks, comprised af four mid level attacks and one low 
attack. Critical Combo Attack has a a mvincihility window at startup that 
can be used la blow through attacks end projectiles. 1 1 has a fairly slow 
start Lip r but it is still quick enough to punish carlo in moves, such as a 
blacked sholo + + HK. Close MK is Q's only 
useful normal attack that cancels into super 
arts. Use that ta cancel into Critical Combo 
Attack when you have an opening. It also 
super cancels from Dash attacks. It's possi- 
ble ta verify a hi! on the Dash attack before 
canceling into Critical Combo Attack. Use 
Dash attacks ta constantly apply pressure 
and moke landing a super art o possibility 
from a full screen away. 


Critical Combo Attack slocks two levels of super 
meter. This gives Q the ability lo use EX moves 
for combos and still have access to a super art. 


+ **»+*** F Deadly Double Combination 

Q's most damaging super art; It camhos similarly to Critical Cambo Attack. 
It can also be linked behind an overhead Dash attack on crouching char- 
acters, ll is effective as anti-air even though it is only one parry. The down- 
side to Deadly Doable Combination is that is slocks a single super meter. 



w+P, then + * * + F / K Total Destruction 

During Tutal Destruction, I here is a limited amount of time where Q has 
two moves that b low up himself and causes damage to opponents. Hie 
punch varalien is a normal hit, while the kick version is a grab. The grah 
does more damage, but is much slower, Q glows brighlly during the 
duration of Total Destruction. 

Total Destruction stocks only one super 
meter, sa Q is limited on EX moves. Also, 
after activating Total Destruction, there is 
no guarantee on landing a hit before the 
timer expires. Both variations have 
extremely slow start up and can be escaped 
easily. 



Recommended Super Art: Critical Combo Attack 

Critical Combo Attack and Deadly Double Combination can both be used In similar manners. 
However, Critical Combo Attack gives 0 the most options with the availability of two stocks 
of super meter. In addition, its ability ta pass through projectiles am! other ground attacks 


should help Q get in on same characters. 


COMBOS YOU NEED TO KNOW 


2 HITS 

TOTAL DAMAGE: 30 

Close MK -4 Dashing Head 

Attack 

Basic, safe Q combe, 

4 HITS 

TOTAL DAMAGE: 67 

Jump in HP, land, close MK EX 
Dashing Head Attack, juggle with 
early HK. ^ 

Good in punishment situations; 
for example, after a dizzy, or 
parrying an anti-air while jump- 
ing in. Knacks down. 

7 HITS 

TOTAL DAMAGE: 67 

Close MK Dashing Head 
Attack (MF) 4 Critical Combo 
Attack 

Verifiable ground combo for 
heavy damage. Knacks dawn, 

3 HUS 

TOTAL DAMAGE: 50 
CORNER ONLY 

Capture & Deadly Blow, juggle 
with early Dashing; Head Attack 
(MPj r juggle again with early 
Ryouude nl yaru Zenshln 
Tsuugeki (Kari) 

High damage off of his command 
throw near a corner. 


3 HITS 

TOTAL DAMAGE: 57 

Co pi ore & Deadly Blow, juggle 
with semi early EX Dashing Head 
Attack, juggle again with early 

HK 

High damage option off of a 
command throw that works mid 
screen. Knocks down, 

8 HITS 

TOTAL DAMAGE: 43 

Close MK -4 EX High Speed 

Barrage 

Gaud for punishment situations 
when you don't have a charge 
for a Dash attack. Knocks down. 

6 HITS 

TOTAL DAMAGE; 101 

Jump in fierce, land, Close MK -4 
Dashing Head Attack (MP} -4 
Double Deadly Combination; wait 
about a second after Q recovers, 
then juggle with Dashing Head 
Attack (MP) 

Round winner. Deals heavy dam- 
age and is verifiable during MK 
-4 Dashing Head Attack. Good in 
punishment situations. Knocks 
down. 



4 HITS 


TOTAL DAMAGE: 72 


Capture & Deadly Blow, juggle 
with a semi late Dashing Head 
Attack (NLP) —4 Double Deadly 
Com hi notion 


Goad way la land damage off af 
a command throw. Knocks dawn. 


3 HITS 


TOTAL DAMAGE: 64 


CORNER ONLY 


Capture & Deadly Blow, juggle 
with a semi lute Dashing Head 
Attack (HP) -4 Total Destruction, 
immediately juggle with QCF + P 
Total Destruction follow up 


Safe way ta aclivale and land 
Total Destruction's QCF + ? 
follow up* Knacks dawn. 


2 HITS TOTAL 
DAMAGE: 62 


Activate Total 
Destruction, then da 
o close MK -4 QCF + 
P Total Destruction 
follow up 


Nat sa safe way ta 
land Total Destruction's 
QCF + P follow up. Knocks 
down. 
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Shippu m yofb Ko-Chouyoku Kougeki {Kuril 


Q ts big and slaw, but makes up for ii with stamina and defense, Q's 
taunts increase his defense rating. Q with three taunts (tbe max) has the 
highest defense rating in the game, it should be your god to get In 
taunts whenever safely possible. Q doesn't have the best offensive arse* 
nal and he is a big, slow target for many characters. Q must raise his 
defense as much as possible to withstand enough attacks until he can 
score a knock down. Good opportunities to taunt are after: 

a super art 

any anti air that knacks down 
on air to oir jump fierce mid screen 
any Capture £ Deadly Blow combo 

The goal Is get opponents into the earner [0 has a hard time fighting 
mid screen) to start Capture & Deadly Slow mind games. Stay a safe dis- 
tance and altack with long range Dash attacks. If one connects, cancel 
into super art. Keep up the pressure with Dash attacks, move opponents 
into corners and don't let them [amp away. Toubu m Yoru Jouhou 
Kougeki (Karl) is a good way to stop someone from lumping over G Eo 
get out of the corner. Q Is tall, and ihe move covers more area above 
his head. From far enough away it's possible ta meet airborne oppo- 
nents with on early jumping MP or jumping LP to send them back to the 
ground. Jumping LP may seem like a silly move, but it is great for fund- 
ing on opponents whether ort the ground or beginning to jump, ft stays 
out for the entire length of Q r s jump, so use it the moment he gets off 
the ground to control space. 


Against large enough characters, ticking with LP is a goad tactic on a 
waking up opponent, because it cancels into Capture & Deadly Blow. 
This move Is slow enough that it grabs after opponents are out of block 
stun. It is hard for opponents to hit Q between the LP and Capture & 
Deadly Blow tick. The easiest way to escape this is to jump, and the best 
way 1 q counter this is la fake a Capture & Deadly Blow setup with LC 
but then use E5C High Speed Barrage. 

While Q is intimidating against someone in the comer, he Is essentially 
helpless when he is the one knocked down. He has no fosl, high priori- 
ty wake up moves to get someone off of him. His pokes ore generally 
slow, with only LK somewhat useful in this situation. Unfortunately, Q's 
only sofe wake up option is to block ond wait it out. If if looks hopeless, 
parrying or doing a woke up super ort are bis only high risk options 
worth trying. 

SETUPS 

Ranges setups for liGH -> super art 

Against small and medium sized characters: 

(Close MK, LK), UGH Critical Combo Attack / Deadly Double 
Combination 

(* + LP {x2]} r kora UQH Deadly Double Combination 
(After a blacked Dasb attack), UGH Deadly Double Combination 

Against Ora: 

No setup Is required. UQH -> Deadly Double Combination works 
ot close dislonce on crouching Ora. 

RESETS 

Reset 1: LP as anti-air to knock over opponents, then dasb forward and 
Deadly Double Combination before they land. After this lands a few 
times,, and becomes expected, mix It up by throwing as soon as they 
land. Most players will concentrate an landing ibat air parry and rat 
react in time. 

PARRY SETUPS AND TACTICS 

After a Dushing attack, Q is a bit out of range for throws and many 
pokes. In order to reach Q at this distance, many characters will affempi 
to go low, Down parry, ihen proceed to Capture & Deadly Blow. 

GROUND CROSS UPS: 

G can cross up Necro In ony corner. 


fauqrable mm m twelve 

At first look, this mulch up doesn't seem like if would go In Q's fc.;- 
Twelve Is highly mobile, and much faster than Q. However, Twelve Is lim- 
ited in terms of dealing damage, basically flying around and using 
pokes. Because of this, G is free to taunt ihree times early in Ihe round 
and there's not much Twelve con do about il. 

Use jumping HP to combat Twelve's air dashes. Q only needs one good 
knock down to turn the momentum of the round his wuy. Twelve does 
not hove o solid wake up move when he is playing defensively, Q should 
be able lo finish off a cornered Twelve fairly quickly. In order la score a 
knockdown, take some risks ond attempt to parry Twelve strategically. 
When Twelve is air dashing In, he almost always goes for an attack 
(offer loading) that Is purrloble Sow. Red parry the low ground attack 
and grab him. Q r s defense Is good, so IE is worth the risk to score that 
knock down. 

UNFAVORABLE MATCH UP: KEN 

Q must gel dose to start Capture & Deadly Blow patterns to deal dam- 
age, but Ken bos ihe attacks needed to keep 6 away. Ken's low forward 
can go under Dash attacks and shut down Q's rush. Ken Is also much 
faster than Q. Ken has no prohlems jumping all over Q and pressuring 
him. Ken also con land a big damage combo on Q anywhere on tbe 
screen without using any meter {MP, HP Shouryuken (LP), 
Shouryuken {LP)), 

To win ibis match up r get Ken into the corner. Ken cannot just mindless* 
ly stick out low forwards, Use either Dashing attacks or Critical Combo 
Attack to punish Ken on reaction. Use these to keep Ken from zoning. If 
Q can land a Dashing attack, either blocked or hit, he is in prime range 
lo attempt a kora throw. Start same Capture & Deadly Blow patterns an 
him, but a! the same lime beware of a Shouryuken. The last thing u Q 
player wants is to be knocked back lo mid screen. 


tf G manages la gel an opponent Into the corner, he becomes scary. A 
successful Capture & Deadly Blow can lead la combos and setups that do 
massive damage ond stun meter damage. Dash attack la juggle, then 
HP to reset. As opponents flip bock to recover, they hove the unfortu- 
nate foie of having to deal with Capture & Deadly Blow mind games 
similar to his woke up game. If opponents block upon landing, use 
Capture & Deadly Blow again lo repeal the process. 

MAKEUP GAME 

Q's wake up pressure game revolves around Capture £ Deadly Blow. Use 
Capture £ Deadly Blow on wake up la keep opponents guessing. 
Blocking becomes ihe least safe option for waking up opponents. 
Opponents will be so worried about being grabbed that they masl likely 
try ta jump away or do same sort af wake up move. If you anticipate this, 
use either EX High Speed Barrage to hit jumpers, or * f HK to beat sim- 
ilar jump attempts and trade with many wake up moves. Be careful here 
because many players will use wake up super arls or u Shouryuken la 
counier Capture £ Deadly Blew. Keep the pressure on, hut don't get reck- 
less. Gel a feel far bow often opponent lake risks an wake up moves, 
ihen gauge how oflen il is safe to attempt Capture £ Deadly Blow. 
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NORMAL MOVES 


STANDING 

A good anti-air, MP cones out 
□rid recovers quickly, Greal to 
tli row out in between light of 
Virtue patterns from mid range. 
If it's parried at maximum range, 
fiemy often recovers fast enough 
to parry again or block. If oppo- 
nents hit Remy's recovering limb 
early, he recovers before they hit 
the ground,, allowing you lo 
throw them for free. 

MK is a great puke that comes 
oul fast and has good recovery. It 
bents o plethora of crouching 
attacks. 
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Close Job . 


Close MP is □ good normal lo use 
when opponents are waking up. 
It carries a significant amount 
frame advantage, allowing you 
Jo verify and link 4 + LK or a 
PARRY (m Supreme Rising Rage Flash. 

y When blocked, use ihe frame 

Forward odvantage to mount un other 
offense. However, MP whiffs 
againsl same crouching charac- 
ter’s (thun-Li, tbuki, Ora and 
Elena). Against those characters, 
completely refrain from using 
dose MP. 

Close IK is a great defensive 
move and good for heating throw 
attempts during guessing gomes. 
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COSTUMES 



SPECIAL NORMALS 


. + MK 



Amarl at Muku no Aiguille 

■■■■.■■ 


03 f GD 


Semi slow overhead with good range and has the added bonus of not 
leaking like an overhead. However, il has a huge frame disadvantage 
after it, which can be countered hit or miss. Use sparingly and from 
os far away as passible. 




THROWS 



CROUCHING 

Remy's most used mid range 
a ttack, 4 ■+ MP is good for com- 
bos and Light of Virtue pressure 
patterns up dose. 

4 + MK has extremely good 
range. Important for scoring hits 
after parried Light af Virtues fol- 
lowed by a dash. It has a signifi- 
cant frame disadvantage. Always 
da it from maximum range, and 
never againsl Ken with super 
meter slacked. 
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SPECIAL MOVES 





NEED TO KNOW 


3 HITS 

TOTAL DAMAGE; 50 
CORNER ONLY 

Near a corner, late anti-air jump 
HP; land and juggle with Cold 
Glue Kick (LK}; when Remy 
recovers, juggle with early Rising 
Rage Flash (UK) 

Higher damage variation of the 
above comho. Musi be near a cor- 
ner far it to work. Knocks down. 

2 HIT TOTAL DAMAGE: 32 

Anti-air * + HP, when Remy 
recovers, immediately juggle 
with a Rising Rage flash {HK) 

Anolher damaging anti air 
combo. Knocks down. 

3 HITS 

TOTAL DAMAGE: 46 
CORNER ONLY 

Hear a corner, anli air + + HP, 
when Remy recovers, juggle with 
Cold Blue Kick (LK), when Remy 
recovers, joggle with early Rising 
Rage flash (HK) 

High Damage version of ihe 
above combo. Must be near o cor- 
ner for 1 1 la work. Knocks dawn. 

8 HITS 

TOTAL DAMAGE: 60 
CORNER ONLY 

Near a comer, onli-air jump HR 
land then joggle with immediate 
Cold Blue Kick (LK); when oppo- 
nent recovers, walk up and jug- 
gle with * + MP -* Supreme 
Rising Rage Flash 

High damage onli-air juggle. 
Knocks down. 


1 1 HITS 

TOTAL DAMAGE: 59 

(lose MK linked into Supreme 
Rising Roge flash 

Verifiable way to land Supreme 
Rising Roge Flash. 

9 HITS 

TOTAL DAMAGE: 47 

* + IP, f + LP Light of 
Justice 

Flexible, verifiable way to load a 
Light of Justice. If * 4 FP fx2j is 
blocked, follow up with: walk up 
kora ill raw; fow parry option 
select + + MP-* Lightof Justice; 
or a UOH. 

15 HITS 

TOTAL DAMAGE: 7t 
CORNER ONLY 

* + LK** Lightof Justice, when 
Remy recovers, immediately link 
another Lighl of Justice 

High damage option if you hap- 
pen to land * + LK Light of 
Justice in the corner, Caution, the 
second Light cf Justice whiffs 
against mast crouching characters. 


Charge «-■»+? Light of Virtue 


Button strength determines hew far the kick travels. 
A decent poke lhal goes over low attacks and is fair- 
ly safe against everything but fust super arts. It also 
has deceptive black stun. The later and Further away 
it hits, the safer it is. Do it directly after a Light of 
Virtue (LP / LK) to keep opponents from doing any' 
ihing aggressive after parrying a Light of Virtue. EX 
version is faster, safer, and hits twice. 


Slow moving projectile with a high all flu de and great 
Use i! to control space or in combination 
with dash to get in safely. Use this in combination 
with Law Light of Virtue by using charge partitioning 
to let loose a barrage of high and low projectiles. 
Great when opponents are cornered. The EX version 
comes out faster and throws two Light of Virtues at 
the same time. Exlremely good for catching oppo- 
nents before they leave the ground for a jump. 


Law hitting version of the Light of Virtue. 
slighlly slower than the high version. It's a goer: = 
and far dashing behind to get in close. The EX vers ; - 
comes out much faster and throws two Ugh- 
Virtues at once. 


Charge ^ ■* + i 


Light of Yl 


Char g e M rK 


Rising Roge Flash 


i Short JUMPING 


In w ard 
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idhouse , 


jumping HP is n great anli-air. It 
[ comes out fairly fast and puls 
opponents into a juggle set up rf 
! they ore jumping. IPs a solid way 
to scare big damage if you antic- 
pale a jump in and meet 
! mints in the air early. 

! Jumping HK Is Remy's best jump 
in. Steep angle, can be done 
much earlier during a jump then 
his other jump attacks, making it 
hard la anti air. 


COMBOS YOU 

4 HITS 

TOTAL DAMAGE: 38 

Jump in early HK, land, + + LR * 
+ LP -* Rising Rage Flash (HK) 

Flexible, verifiable jump in 
combe. Knocks down. 

2 HITS 

TOTAL DAMAGE: 35 

Close HP -^Rising Rage Flash 
(HK) 

Gcod for punishment situations. 
Knocks down, 

4 HITS ^ 

TOTAL DAMAGE: 27 
CORNER ONLY 

Neutral throw, when Remy recov- 
ers, immediately juggle with a 
Rising Rage Flash (HK). 

Remy's neutral throw near a cor- 
ner can fend to extra damage. 
Does not work vs, small charac- 
ters, like Yun and Yang, 

2 HITS 

TOTAL DAMAGE: 36 

Late anti-air jump HP, fond and 
immediately juggle with early 
Rising Roge Flash (HK) 

Good anti air combo. Good after 
an air la afr parry while jumping. 
Knacks down. 
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SUPER ARTS 


SUPER ART I 

4>.*4**+P Light o f Ju stice 

Remy has many ways to combo into Light of Justice, all hough many of 
the setups off of mid attacks either whiff or hit inconsistently on medi- 
um and small sized characters. 4 + LP (x2) -4 Light of Justice is his 
only useful verifiable combo that works on everyone. 4 + LPs can be 
parried high or low, so it is not useful for his 
wokeup game. Remy does have high and 
low options to combo into super arts that 
are safe, but they con not be verified. You 
must guess with either dose HP or 4 * LK 
4 super art. Light of Justice has a +3 
fro me advantage in addition la pushing 
away opponents, so it is safe to guess in 
these situations. It is also possible 1o link 
after the super art hits in the comer. 

Light of Justice slocks two meters to give 
Remy enough flexibility to use EX moves along with a super art. 
Although if you only plan on using EX moves, Supreme Rising Rage 
Flash is a belter choice because of the longer bar. However, Remy con 
sel up many mulli-hit juggles by mixing EX moves and Light of Juslice, 



SUPER ART tM 

u* 4 > -»■ 4 K , Blu e HocT urn e_ 

If he is attacked during Blue Nocturne, Remy takes the hit, then auto- 
matically counterattacks with a pre-set combo that does plenty of dam- 
age. However, it is hard !o hil someone with Blue Nocturne, Remy starts 
his pose after the screen freezes for the super animation. Therefore, the 
opposing player has been warned sufficient- 
ly to avoid attacking Remy. You must antici- 
pate o move before executing it end hope 
you guess right. If opponents stick out o 
move before the super art flash, then Blue 
Nocturne will hit. That is the only situation 
where Blue Nocturne works. If Blue Nocturne 
does not connect, Remy is vulnerable to 
counterattack during its recovery. Since 
Remy always has access to parries, there Is 
little reason, if ever, lo pick Blue Nocturne. 

It is possible to use Blue Nocturne as an anti-air if you see an attack 
coming. However, the mafority of the hits whiff, and opponents actual- 
ly recover before Remy. Furthermore, Blue Nocturne is only meant lo 
counter normal moves. Many super arts continue to hit Remy even as 
he tries to counter 



SUPER ART fl 




4 * r > 4 -i-K Supreme Rising Rage Flesh 

l! J s possible to verify this super art from various mid attacks to heat out 
low parries. Learn how to link into Supreme Rising Rage Flash on 
crouching opponents from close M -4 Supreme Rising Rage Flash and 
close HP, link 4 + MP (or 4 + IK) -4 
Supreme Rising Rage Flash. II curt also link 
after close HK and close HR, although these 
links aren't os useful. Another basic way to 
hit confirm this super art is off of 4 4 LP 
(x3L Regreltahly, Remy has no safe com- 
bos that start low that he cart use to land 
Supreme Rising Rage Flash. It is, however, 
useful as on anti-air. 


Supreme Rising Rage Flush has two long 
super meter stacks, making it ideal for 
heavy EX use. 


Recommended Super Art: Supreme 
Rising Rage Flash 

Supreme Rising Rage Flash gives Remy a lot of meter to work 
with for EX moves. He can combo the super off of some of his 
most important mid bvei attacks and verify before doing so. It 
gives him an additional anti air to his arsenal. Retny fust has to 
bo weary of high parries because of his inability to verify a 
combo into super off of a law hit, 

TARGET COMBO 


CLOSE MK -> HK 

Second hit whiffs against crouching characters, mak- 


ing il very risky to do. 


STRHTE6U 



fzanai no Vague 


Remy is the only character in Street Fighter lit: 3rd Strike that can effec- 
tively control space at almost all times. He has the ability to make it dif- 
ficult for opponents to get dose while at the same time getting into his 
preferred offensive position, Remy is always a threat ot long range, 
ihrowing high and low Light of Virtues from a distance while storing 
Rising Rage Flash charges in between und whiffing MPs periodically to 
keep opponents from getting in easily. While opponents ore trying tc 
get close, constantly force them into a corner, throwing Light of Virtues 
(LP / LK) and dashing behind them, scaring o hit with a overhead, low 
attack, or throw, then holding that position to secure another step 
towards the corner. When cornered, the options for escape from Relays 
range gome become limited. 

Remy has a multitude of long range options. The most famous of which 
is the Light of Virtue, a slow moving charge based projectile that can he 
thrown high or low. The most basic use of the Light of Virtue is os o 
poke. Throw Light of Virtues (HP end HK) in a methodical manner 
watching to see how opponents react la it. tf opponents do anything 
brash, like jump over ihem, fake a Light af Virtue, whiff a LP or LK, or 
use one of Remy J s many anti-air options accordingly: 

Early MF 

Early option select jump HP, juggle with a Rising Rage Flash [HK) when 
Remy lands 

4 + HP, juggle with Rising Rage flash when Remy recovers 
Early Light of Virtue (LP) (parried), HK or EX Rising Rage flash 
When opponents don't take the boil and slay grounded, parrying or 
blacking Light of Virtues, advance on them. Throw a Light of Virtue (L s 
/ LK) and dash behind it. This provides a wdl to dash behind, making 
it harder to counter Remy's ground movement. Most opponents read in 
one of three different ways in this situation: 

1 Jump straight up. Countered at ihe end of a dash and hitting HP or 
4 + HP depending on how dose they are. 

2. Block the Light af Virtue. This pushes opponents backward and allow: 
Remy to come out of a dash with 4 4 MK, kara U0H or 0 charge par' 
litioned EX High Light of Virtue to push them back further. 

3, They parry. Create a guessing game consisting of elher throw, closi 
LK, kara UOH, or hit 4 + LK / 4 + MK depending on distance. 

No matter how opponents deal with the Light of Virtue, you have a dr~ 
tinct advantage when trying lo gel dose. Although same characters cr 
use specific attacks to get over and under a high or low Light of Virtue 
counter this by baiting attacks behind the Light of Virtue by dashing ok 
less lime (or not at all), then waiting for 0 whiffed attack and punishinf 
it. Oace close, Remy's best pokes ore far MK, Cold Blue Kick, and Low arc 
High EX Light of Virtue. Law EX Light of Virtue is vilal during foot games 
lt r s extremely fust and it hits low, making it hard to ovoid if opponents or: 
dancing, trying to bait whiffed normals. Use Cold Blue Kick to go arc 
bailed low attacks. Use 0 High Light of Virtue early against anticipate: 
jumps and far MK just outside of their best low attack range. If you rav- 
age to bait a whiffed attack, + 4 HK is a passable whiff punisher 
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However, [is terrible recovery and eosy-lo-parry second hll makes ft risky 
jo do in general, if you're going to da H, make sure it hils r 

WAKEUP GAME 

One of Remy's biggest weaknesses is a complete inck of a safe combo 
storting off of a low attack. 4 + LK -4 Light of Justice is all he lias to 
work with and it can't he verified. This means you must work in many 
throws to get opponents io open up to high attacks. Thankfully Retny 
has a great kara throw. Since Remy's damage dealing options in wake 
up games ore so limiled, it's best to attack with a Supreme Rising Rage 
flash or a Light of Justice stocked. However, because Remy's EX specials 
are so vital to his mid range game, you won'! have stocked super meter 
often. Ration your bar usage so that you have the means to mount an 
offense if you manage to get a knock down. Remy's options to work 
vifh in wake up situations include: 

' . Meaty dose MP, verify if it hils; if it does, link into Supreme Rising 
'Inge Flash, if it doesn't, walk up kara throw, wafk up dose MR linked 
into Supreme Rising Rage flash, or universal overhead linked into 
Supreme Rising Rage Flash. 

2. Step back just out of their throw range, block as they wake up in 
:use of a reversal attempt, then kara throw. 

3. Step hack, meaty 4 + LK, then ether walk up kara throw, walk up 
dose LK, or option select low parry 4 + MR if you get a parry, cancel 
into Supreme Rising Rage Flash. 

4. Meaty 4 + LP (x2), if it hits, cancel the second job into Supreme 
Rising Rage Flash ar Light of Justice. If it doesn't hit, i +■ MP -4 Light 
of Virtue (LK), walk up kara throw, universal overhead linked into 
Supreme Rising Rage Flash, or walk up 4 + LP (x2) -4 Supreme 
Rising Rage Flash or Light of Justice again. 

5. Remy also has another trick on wake up that uses charge partition- 
ing. As opponents are getting up from a knock down, dosh on top of 
ifisrti, then jump straight up, start holding back to charge, thea come 
sown with a early blocked jump HR. When Remy lands, either kara 
'draw or dash back and look for a throw whiff. If you see one, at the 
end of Remy's dash press * + KK (Low £X Light of Virtue} to punish 
the whiffed throw. Apply ihis same idea to other patterns to punish 
torow whiffs. On wake up, do an early whiffed HP while charging 
rack, limed so that it looks like i! may hit {but doesn't) recovering just 
:sfore an opponent stands up. After Remy recovers, immediately 
throw, or da a quick dose LK to heat tech throw attempts,, then ether 
*alk up kara throw or dash back. Low EX light of Virtue- This pattern 
-as two. throw attempts and counters thrown into one. 

When Remy is the one knocked down, use reversal EX Rising Rage Flash 
■: beat most meaty attacks. Vdake up throw, reversal super art, parry- 
ng or blocking are also available. Use dose LK in a defensive manner 
n wake up situations. As Remy gets up, hold * up to a split second after 
he stands, then let the controller return to neutral, hit LK, then press t 
and LK to coned the LK into a Rising Rage Flash, This blocks meaty 
clucks, while dose LK -4 Rising Rage Flosh (LK) should come out just 

- time to beat a throw attempt. This is extremely valuable to Remy. 

- ‘hough not foil safe. If s one of his safer wakeup options. 

ADUANCED TACTIC 1: 

OI/ERLAPPING CHARGE TIMES 

I.erlap the charge times of special moves to allow the execution of 
"•ultipfe charge moves in succession. The execution for this is fairly sim- 
so. For consecutive Light of Virtues, charge press ■*, I hen press * 
r just a split second before pressing punch. Even though you pressed 
:.nch after pressing ■*, Street Fighter Hi : 3rd Strike's gome engine 
| ves you plenty of leeway with the timing of half on presses with can- 
idler inputs for special moves. 

ADVANCED APPLICATION 1: 

LIGHT OF VIRTUE TRAP 

Ue the fdeo of overlapping the charge limes of Remy's Light of Virtues 
re step further by pipelining the charges, allowing for on unlimited 
-.Tiber of alternating high and low Light of Virtues. The execution is fair- 
I easy, although the timing takes some practice. Charge nod throw one 


low Light of Virtue with the advanced method, and as soon as you have 
a charge again, throw a high light af Virtue, then continue to overtop the 
charges. If you set it up properly, you now have started to pipeline 
charges in advance that will continue on until you decide to stop. Use this 
to trap opponents in ihe corner. Use this trick with High EX Light of 
Virtues and law Light of Virtues, and opponents will not he able to move. 
You can set this up perfectly by using charge partitioning. Throw one low 
Light of Virtue with the advanced method, then dash once to follow it up 
and immediately throw a high Light of Virtue. If you used the charging 
trick, you are now all set to start throwing rapid fire light of Virtues with- 
out any charge time to slow you down. This is a great way fa pressure 
opponents from mid screen ta push them into the corner. 

ADVANCED APPLICATION 2: 

INSTANT RISING RAGE FLASH 
AFTER A LIGHT DF l/IRTUE 

It's possible to overlap the charge times of Rising Rage Flash during a 
Light of Virtue to moke a Rising Rage Flash available directly after a 
Light af Virtue. Tap * for just a split second, then star! charging *. 
After charging enough for a Light of Virtue, throw it by pressing *, 
then d + p. Keep pressing * until Remy finishes the Light of Virtue, 
then execute o Rising Rage Flash. Holding * charges for both a Light of 
Virtue as well as a Rising Rage Flash. Throwing the Light of Virtue 
exhausts the backwards charge, but the downward charge continues, 
allowing a Rising Rage Flash to he charged while charging the Light af 
Virtue. You must hove charge times dawn perfectly to get ibis to work, 
When you hold * too long, you allow ihe * direction Jo fully charge a 
Light of Virtue. When ihis happens, the game sees the initial backward 
charge as unnecessary and negates It. II is important to know the min- 
imum amount of charge necessary to pull off this trick. This advanced 
technique should a maze and confuse opponents. Throw a high tight of 
Virtue, then catch a jump with Rising Rage Flash. No one expects it. 

ADVANCED TACTIC 2: 

CHARGE PARTITIONING 

Ta he an effective Remy player, yoa must learn charge partitioning. It's 
one of the few things Remy has going far him. It is important that the 
charge is nol finished if you plan to continue moving. Once the charge 
is completed, you cannot break it up any further. Here me some exam- 
ples of how to incorporate charge partitioning into your game: 

t. Throw a light of Virtue and dosh in behind it. Charge far a second 
Light of Virtue while throwing the first one. Finish the charge during 
the dash and Em mediately throw another Light of Virtue after the 
dash. 

2, Do a jump in attack and star! charging back. When Remy lands, 
dash back and finish the charge and execute an EX Light of Virtue. 

This also works if you jump straight up and do an early jump HK, then 
dosh hock and do an EX light of Virtue. 

3. At mid to far range, stand up and walk back and forth, crouching 
every other step. Opponents assume Remy does not have a charge, and 
try to jump in. Mix it up by hiding charges in whiffed moves. Make it 
impossible for opponents to ever tell if you have a charge ready to go, 

SETUPS 

Ranged setups for UOH -4 super art 

Against smoll and medium sized characters: 

(4 ■* LP (x2)}, UOH -4 Supreme Rising Rage Flash 
[4 + LP (x3)), kara UOH -4 Supreme Rising Rage Flash 
(Close HP, 4 + LK), kara UOH -4 Supreme Rising Rage Flash 

Against wide characters: 

(Close HP, 4 + MR), kora UOH -4 Supreme Rising Rage Flash 


RESETS 

Reset I: LP -4 LK chain has the weird property of being obfe to juggle 
for both hits as anli-air. If an anti-air 4 + HP lands, walk up, juggle with 
an early LP -4 LK chain, then dash under opponents as they flip out for 
an ambiguous cross up. This is a good way to load * + LP (x3) -4 
Rising Rage Flash (HK) or MK linked into Supreme Rising Rage flash if 
you have a super meter stocked. 


After a blacked 4 LP (x2), top and hold 4, ihen press MR shortly 
afterwards. If you see a parry flash, do the motion for a super art to 
cancel 4 + MP and combe a super art. If opponents don't parry, you're 
out of their threw range and + + MP is blocked, pushing jhem away. 

Remy can cross up Alex, Hugo, Elenn, Dudley, Oro, Necrc, Twelve and 
Urien in any corner. 

Remy can cross up Chun-Li only in his own corner. 

FAVORABLE MATCH UP: HUGO 

Remy has the ability launch a barrage of high and law Light of Virtues, 
back to back. This tactic against a large character like Hugo, who cannot 
duck under Remy's high Light af Virtue, is devastating, Remy can com- 
pletely shut down Hugo's movements, forcing him to resort to parrying 
in attempt to gel around the moving wall. Defend against Hugo's 
attempts to jump and parry light of Virtues by storing EX Rising Rage 
Flash charges after Light of Virtues (IP), allowing you to attack and air 
counter Hugo ago in if he manages to jump over or parry a Ughl of Virtue 
while jumping. There's no need to gel dose. Keep your barrage of pro- 
files coming in a methodical manner. Anticipate jumps and use onti- 
oirs accordingly. Whiff occasional MPs in between light of Virtues to cover 
the space in front of Remy and build super meter. Slowly move Hugo 
towards a corner by throwing a Light of Virtue (LK), dashing once behind 
it, then immediately coming out af the dash with ihe Light of Virtue par- 
titioning trap. If you monage to get Hugo cornered, keep him there, 

UNFAVORABLE MATCH UP: CHUN-LI 

Light of Virtues nrc almost completely useless vs, thun-Li, which elimi- 
nates half of Remy's offense. Without o stocked super meter, Chun-Li 
can use roundhouse to get over Low light of Virtues and 4 + MK under 
high Light of Virtues, making it hard or Remy to follow one to get close. 
With Houyakusen stocked and ready to go, Chun IE can go through a 
Light of Virtue on reaction to its release. This limits the use of Ugh! of 
Virtues, which makes advetmeing ogoinst a character like Chun-Li, who 
completely controls the ground, extremely difficult. Remy must get close 
since he has no normals that compete with Chun lLs ground game. If 
you manage to get close, Remy's most effective normal an wake, up, 
close MP, completely whiffs against n crouching thumU\ This leaves only 
the less flexible 4 + LP (x2) or close MK to land super arts. 

To win this match up, jump the gun nl Round 1 and gel dose to Chun-Li 
before she gets stocks any super meter. Throw Light of Virtues (LP / LK) 
and bait Chun-Li to try to get under nr over them by dashing just out- 
side of HK or 4 + MK range, then punish the whiffs. Get close and deal 
as much damage as possible with throw and counter throw set ups. Save 
super meter for EX moves, find end the round before Chun-Li stocks up 
a meter of her own. When Chun-Li gets super meter {and she will), play 
patiently. Build up your own super meter from a range by whiffing 
crouching and standing MPs, then get back iota footsie rouge and land 
ns many low EX tight of Virtues as possible, punishing whiffs and nni 1- 
mg her while she is dancing back and forth. 


GROUND CROSS UPS 


PARRY SETUPS AND TACTICS 



Against Oro: 

No setup is required. UOH -4 Supreme Rising Rage Flosh works at 
dose distance on crouchEng Oro. 
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Ryu 

NORMAL MOVES 


STANDING 

MK is Ryu's best poke just out 
sidG of + + IK rouge. His foot 
extends out and goes over most 
low attacks, yet bos a wide 
enough hilbox to cotch most 
characters as they attempt to 
stick out something. Use this to 
beat other character's pokes. 

HK covers o wide hit area. Use it 
from far range to catch large 
characters al the beginning of 
jump attempts, or use it os a uni- 
versal o nil -air. It's possible to 
slide this out ot almost any time 
to he effective and to confuse 
parry attempts. 







Forward 



Roundhouse 


GCCDGD □ 


GUARD rHAj 


COSTUMES 


STANDING CLOSE 

Gose MP is a good poke that pro- 
vides frame advantage, so it is goad 
far lick throw setups ond other mix* 
ups. For example, after a blocked 
MfJ hesitate, then walk op ond use 
MP ogain (Or + + LK (x2)). the 
trick is lo moke it look like a throw 
attempt which should lead to on 
opening. MP finks into Shin-Shoryu- 
Ken, and is the only verifiable high 
attack into Shin-Shor/u-Ken that 
does so on all characters. 

Gose MK hits high, so it is useful 
against would-be low palters, l! 
links into Sfiinkiiu- H adnu-Ken on 
nil crouching characters. It links into 
Shin Sboryu Ken (universally on 
Alex and Dudley on standing Elena, 
Metro and Twelve, and on crouching 
Urien, Mokolo ond Ibuki). 




GUARD fHA 



LK Close Short 



MK Close Forward 




GUARD .. 




THROWS 



SPECIAL NORMALS 


Bosk overhead. Comes out fairly fast ond does ok stun damage. An 
ok option to add to your mix up gome. If done extremely 
early/ meaty vs a character waking up from a knock down you can 
link otter it with a i + MK canceled into a EX Hodooken or Shinkuu- 
Hadou-Ken, However, because it has to be done so early to link after 
ft, it's much easier to see ond reoct to os a overhead. 


Command attack with slow start up that hits twice and leaves Ryu at 
a slight frame advantage when blocked, giving you the ability to star! 
o mix up game. If it hits, it r s possible to link a EX Shouryuken or a 
Shin-Sboryu-Ken after it. Recuose if it's heavy start up however, i! r s 
fairly easy to parry ond counter on reaction. 
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» * ■+■ + K Tqtsumoki Senpukyaku 


t + HK Vertical Roundhouse 


SPECIAL MOUES 


Hadouken + * * + P 


Shouryuken 


Low Job 


START UP l 4 j 
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START UP ( 7 ) 
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PARRY fTJ 


Button strength determines the speed at which the 
projectile I rave Is. En some ways, this Is Ryu's idee! 
poke. Becuase of its limitless range and the speed at 
which it travels, characters trying to play a normal 
foot gome cannot make this poke miss, they must 
deal with it in some other way. However, because of 
the semi slow start up and its heavy recovery, Ifs a 
fairly risky move at mid range, the range you would 
normally want to do it at. Many characters can super 
art (hit or blocked) Ryu during the recovery of a nor- 
mal H ado u ken. The EX version has none of the orig^ 
m\ Hodou ken's weaknesses. It's completely safe if 
blacked, hits twice, giving opponents more to parry if 
they try, does more damage, and knocks down when 
it hits. Because of these positives, the EX Hadouken 
gives Ryu a fairly dominant poke at mid range, mak- 
ing the EX Hadouken a must. 


Use far combos, specifically punishment situations where you're guaranteed the damage. Because this move whiffs 
against crouching characters, ifs completely punishable, hit or blocked. Only use En situations where opponents are 
standing like after a dizzy, or when recovering from a move. Hie EX version hits multiple times far heavy damage, 
and hits crouching characters. Et is still unsafe if blacked. There is little reason to use it over a EX Joudan Sekutou Gen, 

*■ * * v ■* + K Joudan Sobtcu Geri 


Largely used far combos. This move docs good damage 
and stun damage, bat it has a heavy recovery Hits 
crouching characters, unlike Talsumaki Senpukyaku. 
Use only in punishment situations. EX version puls oppo- 
nents into a juggle state en impact. After bouncing off 
the wall, you ore free to juggle for extra damage, 
preferably Shouryuken (HP). From faraway, Hadouken 
(IP], dash once behind it. If the Hadouken was parried, 
cancel the dash recovery into Joudan Sokulou Gcri 
(change button used depending an the range). 


CROUCHING 

4 + IK has mcny uses. It is a quick 
poke that hits low that can he used 
for lick throw setups and mind 
games. After a blocked i + IK, you 
rave u lot of options: throw, best- 
nleand 1 4 LK x2 follow up, dash 
sack and punish a reaction etc. it 
chains into itself, so you can combo 
4 4 LK x2 into either Shinkuu- 
Hodou-Ken or Shin-Shoryu-Ken. 

r + MK is Ryu r s best poke far 
mid range fighting, ft combos 
nto EX Hodou kens or Shinkuu- 
Hadou-Ken from long range, 
punishing whiffs or to apply pres- 
sure. White good from a distance, 
up dose it can he countered by a 
few super arts because of its 
slocked frame disodvuntage. 

* 4 HK is good for punishing 
nhEffed normals when you don't 
have a stocked super meter. It 
comes nul quickly and knocks 
sown, hut has terrible recovery. 
Vulnerable to combos if blocked 
dose, and some super arts from 
farther away, tf you use this 
attack, make sure Et hits. 


On start up, Et has a small window of invulnerability, 
meaning in wake up or anti air situations, it has the 
ability to consistently heat an opponent's attack. The 
EX version hits twice nnd carries a longer invulnerabil- 
ity window, meaning more hits to parry if used as ami- 
air, Additionally, Ef consistently beats attacks more 
often them a normal Shouryuken, Due to the heavy 
recovery time, missing with this move means you're 
going to take a large amount of damage. Use careful- 
ly at unexpected times in situations where you need to 
slap an opponent's offense, scoring a knock down and 
reversing the flow of the match in your favor, 


In ufa * * *■ + K T atsumaki Senpukyaku 


JUMPING 


Jumping HP is Ryu's best jump in. 
ise it to get in safely. If oppo- 
nents block, you have significant 
■; r ame advantage to setup u 
■brow or some mixup into super 
art. Far instance, jump HP, land 
and hesitate (1o make it look like 
i throw setup) then LK, LK super 
art. Jump HP also has ihe 
erty that if it is executed 
atest possible moment (just 
aefore hitting the ground while 
still connecting) it is safe from 
ground parry attempts. The parry 
■nay happen, but Ryu lands in 
Tme to block any ground move 
:fatech any throw attempt. 


■flM 






SUPER ART II 


SUPER ART III 


SUPER ARTS 


SUPER ART I 


j_ * ■+■ 4 *i ■» + F __ Shmkuu-Hodou-Ke n 

Ryu's mcsl versatile super a rl. Wrlh two stocks of super meter, il gives Ryu 
the ability to land super oils and use EX moves, Without super meter, Ryu 
doesn't have very many safe offensive options from mid to long rouge. 
Having EX moves available allows Ryu la overcome his difficulty getting 
in dose and scoring knockdowns. EX 
Hadoukens are Ryu's best weapon, so ibis 
super art tan be used lo slack meter solely 
far ihe purpose of EX Hadoukens, Ryu also 
bos many high damaging combos with the 
use af one or two EX moves. 

Sbinbu-Hatfou-Ken is useful if you man- 
age to fill super meter without using EX 
Hadoukens. It combos easily from dose 
range (f + LK (x2) 4 Shlnkuu-Hadou- 
Ken; MK link Sliinkuu-Hcdou-Ken}. It can 
also be used lo from long range (4 + MK - 
> Shinkuu-Hadou-Ken) to punish whiffs and 
provide a nice range game. It can also be used as a safe anti-air 
{Shoryuken 4 Sbinkuu-Hadou-Kcn]. If opponents attempt la parry, 
Ryu recovers from the super art while they are still parrying it, so il is 
safe to continue attacking or block safely. 



Recommended Super Art: 
Shinhuu-Hadou-Ken 

With two stocks of super meter providing access to EX moves and 
super art; Shrinks Hdou-Ken gives Ryu enough weapons to 
attack safely from all ranges. Getting in dose is key to Ryi/s gome 
plan. His kora throw and knockdown mixups are goad; but you 
must get in dose to start his mix up game. EX Hadouken gives Ryu 
the help fie needs to stare a knockdown ond get in safely. 


Shin-Shoryu-Ken 

Shin-Shcryu-Ken is Ryu's most damaging super art. With only one super 
meter lo stork, avoid the use af EX moves. Your goal should be to land the 
super ati. If you con gel in dose, there are many ways la safely combo 
into Shin-Shoryu-Ken {# + LK (x2) 4 Shin-Shoryu-Ken or MP link Shim 
Shoryu-Ken). Getting in close to land this 
super art is difficult. Without the use of EX 
moves, il is hard for Ryu to attack safely and 
scare a knockdown. You must he patient and 
wait for an opening lo knock down oppo- 
nents. With Shin-Shoryu-Ken stocked, oppo- 
nents must become cautious. If they make 
any mistakes, you con punish them wish a 
big comha inla a super art. The fear that 
Shin-Shoryu-Ken instills in opponents gives 
you opportunities lo stay on top of them. Use 
this fear to land kara throws and overheads 
until you eventually land ihe super art. 
Meter management and patience is crucial to 
making Shin-Shoryu-Ken effective. 


TARGET COMBOS 


HP 4 HK 


Akwprd command chain that does decent damage. 

[GD 

Becuase of ihe positioning needed lo even connect a | 

HP close enough for the HK la hit, this chain is diffi- 


cult to land. Ils only use is as anti- air, if i ho HP is parried, chain into 

the roundhouse ond hope they don't parry lhal os well. 


+ + p (hold to charge) Denjin-H adou-Ken 

Denjin-Hadou-Ken is an unblccbble profile that does massive stun 
damage. The longer you charge (by holding punch), the more stun dam- 
age il does. A fully charged Denjin stuns any character. You can speed 
up the charge time by jiggling the controller while holding punch. Once 
il is fully charged, il releases automatically. 

Denjin-Hadou-Ken has a scary potential 
Because it is unblockahle, opponents have 
no choice but lo attempt to parry il, or get 
cul of ihe way. The most common setup is 
back throw opponents into ihe corner, iben 
slarl charging the super art while ihey ore 
on ihe ground, Wilh this selup, Ryu is so 
dose to lhal it is extremely difficult to parry 
it on read i an, so they must guess when ills 
coming. Mix-up the timing of the release to 
frustrate many opponents. 

The downside la Denjin-Hadou-Ken is that it is inherenliy random. You 
don't combo Denjin-Hadou-Ken, you release it and hope oppnenls are 
unprepared for it. It is hard to hit someone with a fully charged Denjin- 
Hadou-Ken. Gain some extra lime by throwing Hadouken [LPJ and can- 
celing into Denjin-Hadou-Ken. Hadouken keeps opponents grounded in 
blockstun while you charge. 




COMBOS YOU NEED TO KNOW 


3 HITS 

TOTAL DAMAGE: 26 
4+MK4EX Hodouken 

Ryu's only safe combo without a 
full super meter. Knocks down. 

2 HITS 

TOTAL DAMAGE: 41 
Close HP 4 Shouryuken (HP} 

Mosl damaging combo to do 
without o stocked super meier in 
a punishment situation. Knocks 
down. 

3 HITS 

TOTAL DAMAGE: 5S 

Close HP 4 EX Joudon Sokutou 
Geri, late Shouryuken (HP) 

Most damaging combo to do in a 
punishment situation with suffi- 
cient super meter. Knocks down. 


6 HITS 

TOTAL DAMAGE: 73 

Jump in HP, land, close HP 4 EX 
Joudan Sokutou Geri, juggle with 
a late close IP 4 EX Shouryuken 

High damage jump in, Use In 
punishment situation or after a 
successful parry while jumping 
in. Knocks down. 

6 HITS 

TOTAL DAMAGE: 77 
CORNER ONLY 

Jump in HP land, dose HP 4 EX 
Joudan Sokutou Geri, juggle with 
a early EX Shinkuu Talsumaki 
Sempuu Kyaku, juggle again with 
a early Shouryuken (HP) 

High damage jump in. Use 
against a dizzy opponent in the 
corner, or after a successful parry 
during o jump in near ibe corner. 
Knocks down. 


8 HITS 


13 HITS 


7 HITS 


7 HITS 



TOTAL DAMAGE: 63 
CORNER ONLY 

4 + LK, + + LK 4 Shinkuu- 
H ado ir* Ken, juggle wilh a early 
Joudan Sokutou Geri (LK} 

At midscreen, the same is possi- 
ble hut without the -extra juggle 
al ihe end. Knockdown. 
Verifiable. If i * LK [x2} is 
blocked, Ryu remains fairly close. 
In range for low parry option 
select 4 + MK, walk up kara 
throw or UOH, 


TOTAL DAMAGE: 9fl 

Close HP 4Shouryubn [HP) 4 
Shin-Shoryu-Ken, juggle wilh 
Joudan Sokutou Geri {HKJ 


TOTAL DAMAGE: 79 
4 + LK, 4 + LK 4 Shinkuu- 
Hadou-Ken, juggle wilh another 
semi Sale Shinkuu-Hadou-Ken, 
juggle with an early Joudan 
Sokutou Geri, 

Most damaging and flexible 
option using maximum super 
meter. Knockdown. Verifiable, If 
4 + LK (k 2) is blacked, Ryu 
remains dose and has o + 
frame advantage la work with !o 
mount another attack. 


TOTAL DAMAGE: 90 
4 + LK, 4- + LK 4 Shtn-Shoryu- 
Ken, juggle wilh Joudan Sokutou 
Geri (HK) 

flexible, high damage option to 
land a Shin -Sharyu- Ken. Verifiable, 
Knocks down. 
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Straight 


Ryu's gome plan is highly dependcnl an super art selection. At tong 
range,. Ryu is a threcl only if you're willing to hum meter on EX 
hadoLpkens. As Jong os the opponent is on the ground, Ryu is complete- 
ly safe after on EX Hodouken. Throw out EX Hadoukem from time to 
time to catch random pokes and dashes. A perfect lime to just throw an 
EX Hodouken is after a letbed throw. 

4 4 MK and 4 + HK ore Ryu's best pukes for foot games, When at a 
disk nee, sky just outside of opponents' longest low poke, and bait them 
to slick out something. Punish the whiffed move with 4 + HK, 
Uadouken, or 4 + HK. After you knock them down, dash in dose and 
try to stay as dose as possible. 

Ryu is deadly at close range. Ryu has on exceptionally long kora throw., 
so work to stay within ils range. The kora throw range is from just inside 
two 4 + IK's distance, close MK's distance. Some good throw setups are: 

4 + IK, throw. 

4 + LK (x2), throw. 

LK r ih row. 

Close HK, throw, 

4 + LK, whiffed LP r ihrow. 

When opponents expect throws, that leaves them open to super arts. Fur 
example, * -r- LK, hesitate, 4 + LK (x2) -4 Shinbu-Hadou-Xen; I + 
LK, whiffed LR 4 i LK (x2) 4 Shinkuu-Hadou-Ken; LK, walkup dose 
HP link Shin-Shoryu-Ken; 4 +■ LK, dash hack, 4 + HK, Tatsumakr 
Senpuu Kyoku; 4 + LK, 4 + HP, EX Hadoukon.The key is to throw often 
to get opponents to expect a throw, which is the lime to capitalize with 
a big combo. 

Ryu's air options are rather limited. Jump HP is his best jump in because 
of its safe properties. Jump HK cross up is not very gaud an already 
standing opponents. Hast characters con easily walk or dush under it. 
Always sky in front of opponents if they jump in. It is usually a better 
J dea tu sky an the ground and score a knock down via EX Hadoukens, 
or countering a whiffed attack with 4 + HK, 

Against airborne opponents, jumping HP is Ryu's best option. With two 
hits, it is o fairly safe move. An option select air porrier takes □ hit, leav- 
ing Ryu of the advantage. It is also n goad alternative ic use for jump 
in attempts. Many players forget that if is two hits and lend to only block 
the first hit. Even if the move is parried, it is hard to counter attack Ryu 
when he lands. 


Some characters ore simply belter ot longer range than Ryu ond will out 
footsie him all day. Agnrnst these characters, Ryu's only options are to 
burn meter on EX Hodoukens and hope to score a knockdown, or jump 
in with HP or attempt to parry. Getting in dose is the hard port, but stay- 
ing dose is the key to success with Ryu, 

UVAKEUP GAME 

With super art I and II, Ryu has both high and law options to verify into 
a super art. This is important in thwarting parry attorn pis, Sakolsu Won 
is fast oad does stun damage, ideal for Denjin-Hodou-Ken users. Super 
ort I and IJ con both be tomboed off of a meaty UDH oa wake up. 3fs 
also possible la combo normal attacks into a big EX combo after a mealy 
UOH, although ihe timing is very precise, 

Ryu bos many quick fake nut maneuvers la trick people on wake up. 
For example, whiff an LP over their head right before they get up then 
immediately throw. This mokes It look like you are going for something 
other than a throw and they tend to block, Next time on wake up, whiff 
the LP and they might anticipate the throw, so perform a 4 + LK (x2) 
4 super art. You can da the same sequence with whiffed 4 + LK into 
throw, then next time do a high move that Is verifiable into o super art. 
Another good tactic rs to option parry Into throw as opponents ore get- 
ting up. Do this right in their face. Many players expect Ryu to throw 
from his maximum kora throw range. Surprise them with on in-your- 
face throw. Finally, tu totally fake them out, dash hock on woke up to 
bail a throw attempt or wake up move, then 4 + HK combo for hig 
damage and another knockdown to repeat the process. 

When Ryu is the one knocked down, he has the traditional wake up 
options such as psychic Shouryuken, wake up super art, parrying or 
blocking. If opponents tick or do any hesitation move, a good counter is 
o quick 4 + LR 4 + LK combination. If they block, they are pushed 
away to u safer distance. If it hits, finish with Shin kuu-H ado u-Ken, if 
available. 


Against Hugo, Elena: 

{close MR * + MP), UOH 4- Sh in ku u-H □ cfou-Ken 
Against Oro: 

No setup is required, UOH -4 Shin-Shoryu-Ken works at close 
distance on crouching Oro. 

RESETS 

Reset 1: LP as anti-air, dash forward and Shin-Shoryu-Ken before the 
opponent hits the ground. The LP causes a flip recovery end landing. 
Because of this, it's possible to use a super art the moment they fully 
recover in the air. Their only option is to attempt to parry. After doing 
this a few times, mix it up and dush forward and 4 + LK (x2) -4 super 
art instead. This works if peuple are expecting the reset ond attempt to 
parry. They must input the parry command so close to the ground that 
they will not hove time to rend and block low in time. 


PARRY SETUPS AND TACTICS 

If you're fishing for domege, end 4 + LK {x2) is blocked, a goad pat- 
tern is to either walk up a step and kara throw, walk up i + LK (x2) 
again, or Eel the controller goto neutral, tap 4, then hit + + MK. If they 
hit a button to try to stop whof they think is a throw, and it's a low 
attack, you parry the attack, 4 + HK hits, then you can cancel 4 -i- HK 
into a super ort or special attack on reaction la the parry. If they don't 
press anything 4 + HK comes out to push them away. The key is to 
avoid canceling into o super if you don't visually see the parry happen. 

GROUND CROSS UPS 

Ryu tan cross up the following characters in any corner: 

Twelve, Alex, Dudley, Necro, Hugo, Llrien, 

Ryu can cross up Elena only In his own corner, 

FAVORABLE MATCH UP: DUDLEY 

This rs a good match up for Ryu mainly because of one move: HK, Ryu 
can lone Dudley ond keep him away with this move all day. It covers 
ground ond air and heats most all of Dudley's normals. Dudley has a 
wide ducking hit box, so this move even hits Dudley when he goes low. 
Dudley has a low jump, so it is hard for him la get over HK, Dudley must 
resort to parries to successfully jump in. Use this is to your advantage 
by mixing up the tinning of attacks to prevenl Dudley from parrying. 
Add HP ond execule the target combo to mix it up further. 

Wilh Dudley into the corner, use mix ups off af throws to keep oppo- 
nents confused about what to do. It's possible for Ryu to ground cross 
up Dudley off of a back ihrow if Dudley quick recovers. Do this enough 
times and Dudley will probably stop quick recovering. If he doesn't 
quick recover a neutral throw in the corner, combo on ihe ground Shin- 
Shoryu-Ken. 

6 HITS 

TOTAL DAMAGE: 88 
CORNER ONLY (VS. DUDLEY) 

Heulrul throw, fust as Ryu recovers, da a Shin-Shoryu-Ken, if timed cor- 
rectly it hits while Dudley is on the ground. Juggle with a Joudan 
Sukutou Geri (HK) after the Shin-Shoryu-Ken finishes. 

The liming to hit Dudley off the ground with ihe super art is extremely 
inflexible. If you miss the off the ground hit Ryu flies into ihe air and is 
completely open when Dudley gels up from the ihrow. 

UNFAVORABLE MATCH UP: CHUtUI 

Ryu is must effective from dose range, but Ch un-Li can out range and 
out footsie Ryu lo the point that he can't gel in on ihe ground, Chun-Lt's 
low forward keeps Ryu away. When Chun -Li doesn't hove super meter, 
play Ryu's EX Hodouken game to score o knockdown and gel dose, As 
soon as Chuu-U has a stocked super meter, her ability to super' art 
through Hodoukens renders this strategy useless. 

Ryu's only option lo get in is to jump. Late lumping HP often works 
against o defensive Chun-Li, be! an active Chumli knows to stop any 
jump in aftemps with a counter uEf throw, anti -air, of by walking under 
Ryu. For Ryu to win this match, start the match off slroug, attacking 
while Chun-Li doesn't have any super meter. Once she does have a 
meter, he patient, and try to jump in safely. 


SETUPS 

Ranges selups for UOH -4 super art 

Against smell and medium sized characters: 

(4 f LK, 4 + HP), UOH -4 Shinkuu-Hadou-Ken 
[Close MK, LK), UOH -4 Shinkuu-Hadou-Ken 

Against wide characters: 

[4 + LK fx3]), UGH ^Shinkuu-Hadou-Ken 



When Ryu is on the ground and someone jumps in, a quick reacting 
jumping MP to counter works really well as anh'-oir. Vertical HP is good 
os well because of its range. Fora more traditional and safe anti-air, use 
Shouryuken -4 Shinkuu-Hadou-Ken. In order far Shinkuu-Hadou-Ken 
to combo, it must be a Shouryuken (LP]. The safest anli-oir lactic, and 
he mast unexpected, is la dash under opponents as ihey jump at you. 
If they commit to an attack, or rrltempl lo parry, they will not be block- 
ng when they land. You ore free lo use the combo of yoor choice. 


Reset 2: After an EX Joudon Sokulou Geri combo, instead of finishing 
with a Shouryuken (HP), dash up and LR ihen reset with Shinkuu- 
Hadou-Ken for more damage. Opponents hove no choice but la purry. 
If they da so, you recover while they are still parrying, so you can con- 
tinue to attack them during the Shinkuu-Hadou-Ken to mess up their 
parry timing. 

Reset 3: After o mid air jumping kick. By hilling air to air so that Ryu 
lands firsl, juggle wilh a Shinkuu-Hadou-Ken. With Iwa full two super 
meters, juggle again wilh anolher Shin kyu- Had mi- Ken. 
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NORMAL MOVES 


STANDING 

HP has ckoy range, a fast start 
up. and gaud recovery. A poke 
from dose range, 

MK moves Sean forward, and 
beats low pokes cleanly while 
keeping Sean dose. 


LP 


Jab 
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STANDING CLOSE 

Close MP has frame advantage 
off of 11, so it is good for tick 
throw setups and other mix ups. 
For example, after a blocked MP, 
hesitate, then walk up and use 
MP again (Or ± + LK (x2)). 

Close HK is a mid-level attack 
with o large o mo uni el frame 
advantage if blocked. Good for 
verifying and finking into Hyper 
Tornado, or Kodou-Gursl when 
dose enough. 
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COSTUMES 


Roundhouse 


Close Roundhouse 
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SPECIAL NORMALS 


Sean Ptrchiki 


START UP 


m r’mT 


Slow two hit overhead attack with heavy recovery time. Hit or 
blocked, many characters can retaliate with a fast super. However, if 
they don't have any stocked super meter, use ibis move ot paint 
blank range in mbc-up games. Use HP as cover before an attack pal- 
tern, HP Sean Pachiki or HP Sean Tackle, then * + LK {x2) or 
throw for a three way mix-up. 


Rotting 

qd [ gd 


lino Sobat 




START UP 


Goes aver many mid level attacks to score a hit. Extremely unsafe how- 
ever, and whiffs against most crouching characters and low attacks. 
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A leaping kick that arcs towards opponents. VEry 
slow and carries a slight disadvantage if blocked, vul- 
nerable to fast super arts. Does nothing for Sean 
offensively. The EX version is much safer, but it still 
doesn't do much for Sean's gome. 


Hits crouching opponents, but it does not knock down 
and is not safe if blocked. Passable for use in punish- 
ment situations when the damage is guaranteed. The 
EX version has similar properties except that it's 
slightly safer, hits more times and does more damage. 
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SPECIAL MOVES 

+ ft *■ + p lenten 


Mostly good for knock down combos in punishment 
situations. The EX version is o decent reversal in 
wake up situations. 


THROWS 


Command roll. Button strength determines the dis- 
tance rolled. Seem rolls through opponents and can- 
not be thrown out of, but he remains vulnerable to 
law attacks. Use it to create throw whiffs in wake up 
situations. 


CROUCHING 

* t LK has many uses. It is a 
:uick poke that can be used for 
title throw setups and mind 
gomes. After a blocked + + LK, 
you have many options: throw, 
-esilate and * + LK (x2) follow 
up, dnsh back and punish a reac- 
tion and so on. it chains into 
■self, so you can combo * + LK 
[x?) into any super art. 

+ + MK is Sean's best poke for 
lid range distance fighting. 
Comho into Hadou Burst or 
Hyper Tornado from long range 
to punish whiffs or to apply pres- 
sure. Up dose it can he countered 
by o few super arts because of Its 
blocked frame disadvantage. 


JUMPING 

Jumping slrnight up MP and 
LK odd one frame to the start up 
times of those attacks compared 
to lumping forward or backward. 

Use [umping HP to get in safely. 
If opponents block, you have sig- 
nificant frame advantage to 
setup a throw or some mix-up 
into a super art. 


Command dash with a low hitting follow up if you 
hold punch dawn after you input the com men; 
Otherwise, Sean goes into a small recovery ta ncetiirg 
out the tackle at the end, leaving him free to attack 
with ether moves. 


Although the follow up cannot combo off of any- 
thing, the command dash itself is useful, allowing 
Sean to stay close after failed attacks. Canceling into 
this move from heavy attacks is one way to go for 
basic mix ups such as close HP Sean Tackle, 
throw; close HP Sean tackle, + + LK (x2); or dose 
HP -> Sean Tackle (hold P to follow up}. The tackle 
grab follow up variation is important when you antic- 
ipate opponents attempting to punish the recovery of 
a Sean Tackle. 


+ MK Jumping Forward 


t + MK Vertical Forward , 
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SUPER ARTS 

SUPER ART i 


SUPER ART III 


» * ■» » * -* + P Hadou-Bursl 

Hadou-Burst is a one hit fireball With three storks of super meter and 
a short bar r it is ideal to use in every combo opportunity in tandem with 
EX moves, Hadou-Eurst camhcs from + + LK (x2) and dose HK link, 
giving Sean high and low oplions, Hadou-Burst also combos nicely off of 
* r M from all ranges. * + M 
Hadou-Burst is Sean's only threatening 
attack from long distances. Use it to zone 
out characters and punish whiffs. 

The downside to Hadou-Burs! is its long 
recovery, Hadoo-Burst sends opponents fly- 
ing across the screen while Sean is stuck in 
his projectile stance. He must quickly dash 
across the screen to regain o position near 
opponents. 


SUPER ART II 

4 i, + **-*+ p (pash P rapidly) Shoryu-Cannon 

Shoryu-Cannon has a longer bar than Hadou-Bursl and only two storks, 
but does more damage and has more juggle potential. It hits multiple 
times so il works as anti-air. Combo into it low from * + LK (x2), or high 
an a crouching opponent from close MP link. Unfortunately, Sean must 
he extremely dose to land these combos. 

Sean isn't the most offensively oriented 
character, especially against characters that 
can keep out of range such as Chun Li and 
Akumu. It is herd for him to actually land 
Shoryu-Cannon from that distance, and it is 
unlikely that Sean will he able to pressure 
his opponent enough to bait them to jump 
and get caught with an anti air Shoryu- 
Cannon. 


* \ i \ * 4 F Hyper Tornado 

Hyper Tornado only stocks one super meter, but it does the mast dam- 
age of any of Sean's super arts. It has the same combo possibilities os 
Hadou-Bursl. With Hyper Tornado stocked and ready to go, Sean is o 
threat from far mid to long mages. Punish any poke or rush down 
attempt with 4 + MK Hyper Tornado. 

Only having one stock of super meter for 
Hyper Tornado Is a brg disadvantage. After 
landing it, it takes Sena a long lime la refill 
his meter to use it again. During that lime 
Sean does not have any high damaging 
comhos off of pokes to keep opponents 
from rushing in on him. 





Recommended Super Art: 

Hadou-Burst 

Hadou-Burst Is the best super to give Soon a fighting chance. The bar is short enough so he should 
always have at feast one super stocked and ready to go. The ability to do EX Brogan Smashes 
without worry helps Sean get out of corners and tom the momentum In his favor. With Hadou- 
Burst, you con turn any opening into an opportunity to connect with a combo into super. 


TARGET CHAIN 


CLOSE MP ■* HK 

Sean's only safe comb a without a stocked super 
meter. Not so good damage off of a mid level attack. 
Safe in most situations, the roundhouse whiffs 
against Yun and Yang when they are crouching. 


QJ 

GC 


COMBOS YOU 

2 HITS 

TOTAL DAMAGE: 30 
Close HP Dragon Smash 

Damaging combo used for pun- 
ishment situations. Knocks dawn. 

T J 5 HITS 

TOTAL DAMAGE: 41 

Close HK-> EX Tornado 

Heavy damage non super comho. 
Good in punishment situations. 

3 HITS 

TOTAL DAMAGE: 36 
* + LK, * t LK -> Hadou-Bursl 

Flexible, verifiable way to land a 
Hadou-Bursl. If * + LK (x2) is 
blocked , Sean remains dose and 
has a +1 frame advantage. Wafk 
up I f LK (x2) Hadou-Burst, 
walk up throw, low parry option 
select 4 + M K -» Hadou-Burst, 
or walk back a step universal 
aver head linked into Hadou- 
Bursl are all good patterns in this 
situation. Knacks down. 


NEED TO KNOlAf 

14 HITS 

TOTAL DAMAGE: 65 

* + LK, 4 + LK -» Hyper 
Tornado 

Flexible, verifiable way la land a 
Hyper Tornado. If 4 + LK (x2) is 
blocked, Sean remains dose and 
has a +1 frame advantage. Walk 
up 4 + LK (x2) Hyper Tornado, 
walk up throw, low parry option 
select 4 + MK Hyper Tornado, 
or walk back a step universal aver 
head linked into Hyper Tornado 
are all good patterns in this situa- 
tion. Knocks down. 

13 HITS 

TOTAL DAMAGE; 73 

Close HK linked into Hyper 
Tornado, 

Verifiable way to land a Hyper 
Tornado. Heavy damage. Knocks 
dawn. 



IS HITS 

TOTAL DAMAGE: 55 

* + LK (x2J Shoryu-Cannon 

Flexible, verifiable way to land a 
Sharyu- Cannon, Knacks dawn, 

3 HITS 

TOTAL DAMAGE: 52 

Close MP ^Dragon Smash (HP) 
-¥ Hadou Burst 

High damage combo using 
Hadou-Bursl, good for punish- 
ment situations. Knocks down. 
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STRHTEGU 



Straight 


Sean's offensive options ore rather limited. He can't really score big 
damage outside of using a super art. To moke up for this., concentrate 
on landing as many super orts as possible. Hadou-Burst is die best 
choice for giving Sean a decent offensive game. Without a stocked super 
meter, slick with 4 + MK and 4 + HK for poking to inflict damage and 
score a knockdown. When at a distance, stay just outside of the oppo- 
nent's longest low poke, end bait an attack. Punish any whiffed move 
with 4 + HK, then dash in oiler the knockdown. 

At close range, use Sean Tackle to bait out an attack or tech throw 
attempt and punish accordingly. From mid range, use 4 + MK -4 Sean 
Tackle (LP). Don't finish the tackle command {meaning don't hold the 
button). In essence, you uselhe Sean Tackle as a quick dash while oppo- 
nents are in block stun from the previous move. When Sean recovers, 
throw or use ( 4 + LK ( x2) / close HK) -4 super art. Use Seen Tackle to 
apply constant pressure whenever pushed out of range. For example, if 
4 + IK (x2) is blocked, immediately 4 + MK -4 tackle to gel buck in 
dose. 

After a jump in, hesitate a split second to moke il appear [ike you might 
throw, then Zerlen (LP) through opponents and attack from the other 
side. Expect to score a hit if you catch them in a throw whiff or they sim- 
ply didn't react in time to bfock. Don't try this too oflen, but do it every 
once in a while to keep opponents on their toes. 


VUAKEUP GAME 

With all three super oris, Sean has both high and low options to verify 
combo into u super art, which is important to thwart parry attempts, 
Sean's target combo overhead is good every once in a while if oppo- 
nents always block low on woke up. All three super arts can be used in 
a combo behind of a meaty UOH on vrakeup, 

Sean has many of the shofo fake out maneuvers used lo trick opponents 
on wake up. For example, whiffing LP and LK ns ihey are getting up, 
then switch it up on d either throw, or 4 + LK (x2) and look for a hit 
before doing o super art. A good mix-up is to tick with 4 + LK, making 
it look like o throw setup, then use dose HK, and link into Hyper 
Tornado if it hits. With Hadou-Burst, you must hove quicker reflexes and 
cancel il on reaction if an opponent attempts anything. Tick wilh 4 + 
LK, then dash hock and use 4 + MK, then cancel it into a super art if 
you see a move. 

A neat little trick that is sure to work at least once after a throw is a 
Rolling Sabat over grounded opponents as soon os you throw them, and 
they don't quick recover. You cross them up fust as they get up. Catch 
them while they are block in g the wrong woy. 

When Sean is the one knocked down, other than blocking or parrying, 
his only real safe woke up move is an EX Dragon Smash, After getting 
up, if an opponent is doing any tick throws or hesitation moves, use 4 
+ LFJ 4 + LK combination. Combo that into Hadou- Burst or Hyper 
Tornado, 

SETUPS 

Ranges setups for DO H -4 super art 
Against small characters: 

(Close MR MK}, UGH -4 Hadou -Burst, Hyper To made 

Against medium sized characters: 

(Close HP), UGH -4 Hadou-Bursl, Hyper Tornado 
(Close MR, LK), UOH -4 Hadou -Burst, Hyper Tornado 

Against wide choroclers: 

{4 + IK, dose HP) UOH -4 Had ou-EursT. Hyper Tornado 
Against Ora: 

No setup is required. UOH -4 Ha don- Burst, Hyper Tornado works 
at dose distance on crouching Ora. 


FAVORABLE MATCH UP: REMY 

Sean is one of the underdog characters of Street Fighter Ht Jt 5m 
but he can hold his own against Rcmy. Scan's 4 + MK ana 4 - - 1 r e 
Remy problems, Remy can't brainlessly throw out Light : : rse r 
Sean, Hadou-Burst or Hyper Tornado through them if = r 
requires a quick reaction). Rolling Sabot goes the low Light r ~jz 
ad Sean Tackle early, ar roll under the high Light of Virtue. : :2 
ranges, punish Rerny's law forward with Hadou-Burst or Shcryu-CaMM 
regardless if the move is blocked or hit. Rerny's low roundhouse s is: 
punishable. Take advantage of these weaknesses lo knock Remy tan 
and stay on him. 

UNFAVORABLE MATCH UP: NEGRO 

Sean has a hard time dealing with Macro's MR This move out range: : 
of Sean's ground pokes and hits him even when he is crouching. Seoa 
can't zone out Necro with + + MK like he con other characters because 
Metro's MP always beats it. furthermore, Necro can punish any whiffet 
limbs with it. Expect a tough lime getting in dose, Sean Tackle is 
unavailable far the same reason. Necro's HP stops Sean from advanc- 
ing, The air isn't ony easier for Sean because Necro has too many safe 
anti-air options. Sean's super jump Is not as good os the other shafos for 
landing a safe cross up. 

For Sean la win this match, resort to parrying. On the ground, parry 
He era's MP from max range. If you successfully parry his attack, use 4 
+ MK -4 super ort, or ♦ + HK if you don't have enough super meter. 
Once you knock him down, dash up dose or go for a cross up, and stay 
near him. If you choose to try jumping, an early jumping HK will beat 
his near perfect low MP anli-mr. If Necro properly mixes up his unti airs, 
expect trouble. Parrying is not much help if Necro relies an law MP. Even 
after a parry, Necro recovers quickly enough to block or even parry 
attacks. 


When Sean gets dose, throw often, especially without a stocked super 
meter. His kara throw has goad range. If you can bait a tech throw 
attempt, punish with 4 + MK -4 super art. Some geed throw setups are: 

4 + LK, throw 
4 + LK (x2} r kara throw 
LK, throw 
Close MK, throw 
4 + LK, whiffed LR throw 


RESETS 

Reset 1 : If you manage to land n Rolling Sobnf, immediately throw a Hadou 
Burst to hit opponents in llieir air recovery before they land. Although be 
wary about using this often because one parry nullifies this trick. 

Reset 2: After any air-to-air jumping HP or MK, if Sean lands before an 
opponent does, Hadou-Burst the air recovery for on extra hit for decent 
damage. Although if done from dose range and they parry, Sean is net safe. 


Sean's air options are rather limited. He has a different jump arc than 
the other shatos, wilh a sari of lag which prevents him from jumping as 
far. Many characters out rnnge and out zone Sean on the ground, leav- 
ing little choice but to jump in. Jumping HP is the best choice. Jumping 
MK cross up is not good on already standing opponents as most charac 
lers can easily walk or dash under it. Stay in front of opponents if you 
must jump In, unless the cross up is a sure thing. 

Against airborne opponents, stick with oplion parry jumping HP or HK, 
As for anti-air, EX Dragon Smash is his only viable option other ihun 
using Shoiyu- Cannon, EX Dragon Smash is only two hits, so it is easily 
parried. A better option is to take advantage of Sean's quick dash and 
dash under opponents as they jump. From ibis position, either throw or 
attempt (4 + LK (x2) / 4 + MK] -4 super art. Another effective option 
is jumping bock HK in reaction lo a jump in. 


PARRY SET UPS AND TACTICS 

Sean can do the typical shato parry setups such os 4 + LK (x2) and option 
select down if blocked. He also con be tricky with dose HP, He has signif- 
icant frame advantage after the move. If it hils, link into a super art, If it 
is blocked, hesitate and bait e low poke, and parry down. From the range 
Sean is ol after a blocked HK, the best moves to hit Sean are low pokes, 
so an option parry in this situation is generally without much risk. 

GROUND CROSS UPS 

Sean can cross up the following characters in any earner: 

Twelve, Alex, Dudley, Necro, Hugo, Uriel. 

Sean con cross up Elencr only in his own corner. 
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NORMAL MOUES 


STANDING 

HP: Decenl anti-air. Covers a lot 
of area at a good angle. Hard 1o 
parry, 

MK: Upward knee that moves 
Twelve forward slightly. Super 
[ump cancelable, mooning after 
doing it you ran con cel II directly 
Into a jump and then an air dash 
to pin your opponent down and 
star! another attack. This is a 
must to help keep Twelve air- 
borne offer offensive patterns 
I hat slarl on the ground. 

HK: Incredible range. Ok for hit- 
ting whiffed attacks with had 
recovery from a distance. Very 
hard far a character to make this 
attack whiff as well. However, 
this attack has a slow start up and 
recovery. 
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COSTUMES 


SPECIAL NORMALS 
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An upward kick that's cancelable. If they parry i! you can cancel into 
a AXE. (IP) to give them more to parry on the way dawn. 


Kakkuu: Flying air dash. Twelve's game revolves around hrs air dash, 
which gives him the ability to be able to fly in and out af afiock range at 
will. Vi'ben combined with Twelve's incredible jumping attacks, like jump 
HP and HK, Twelve con control o considerable amount of screen space at 
will. Use forward air dash to apply constant pressure with jump HP and HK. 
When dose, you can whiff his air dash completely by doing a jump HK 
while the air dash k close to the ground, which whiffs, then when you land 
ether throw or ± + LK AXE. to make blacking and parrying difficult. 


Kobe Harrtsuki \ 
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SPECIAL MOVES 
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CROUCHING 

* + MK: Overall decent sale 
Comes oul fast and has 
;-:nt range. Good for punishing 
prsffisd normals. 

- - HK: Good range for a sweep. 
-:rd lo make ii whiff during fool 
::mes. Will hit characters trying 
: vafk backwards oul of range if 
^ey ore loo dose. This attack 
■-jst be done from maximum 
:nge to keep it from being pun- 
:ned if blocked. 


JUMPING 
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THROWS 


LP + LK 


H.U.G.. 
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Strange profeclile attack ihal comes up from Ihe 
ground at varying distances, Button strength deter- 
mines where needles come up from. The EX version 
of this move comes out slightly fosler, recovers slighl 
ly faster, ond puts yam opponent inlo a juggle set up. 
Although not extremely useful, when your opponent 
is waking up, it's ad u ally possible to do on N.D.L. so 
meaty that Ihe tail end of the needle hits and it's pos- 
sible to gel enough frame advantage after if lo link 
a * + LK. This can be helpful for point blank mix up 
situations, allowing Twelve to attack or trek throw 
behind a small frame advantage. The positioning for 
this is difficult, which is almost directly next to them 
an wake up with enough time lo do a N.D.L, (LPJ 
very early. This move is also vulnerable to quick 
recovers, which ruin ihe set up altogether. Easiest to 
set up oFter o successful X,N,B.L combo, which they 
can't quick recover from. 
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Multi- hit whip attack. Nils several times up dose. 
Twelve's most damaging special attack. Can he com- 
boed into after a T + LK far minor damage. Twelve's 
only option outside of a throw for dealing damage 
when he gets an opening since he has very few com- 
bos to work with. If you gel nn opening, go straight 
inlo ihe move and mash on punch. The EX version of 
this move hits more limes end does more damage. 
The aerial version of this move can he used ta ihwnrt 
anli-air parry attempts. Be careful, the ground ver- 
sion is vulnerable if blocked. 


GD 


Dive attack. Button strength determines the angle of 
the dive. Not very useful, although it can have u bit 
of a surprise factor to St. The EX version is extremely 
fast ond knocks down, good for going over projectiles 
and punishing a whiffed attack while your lumping. 
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SUPER ARTS 


SUPER ART I 

+ X.N.D.L 

Super art 1 equips Twelve wilh 2 stocks of meter Id do a super ail ver- 
sion of his N.D.L projectile. X.N.D.L. travels the length of ihe screen, 
although it does less damage the further it travels. You can verify it with 
+ + LK x2 -4 XJLD.L, * + LK AXE. 
(LP) 4 X.N.D.L, and by super jump can- 
celing stood close MK -4 X.N.D.L X.N.D.L 
works great as anti-air, although sometimes 
it is only one parry, so use with caution. This 
is not a good super to miss with, because 
the recovery is terrible. On a positive note, 
Twelve has o lot of meter to use for his 
decent EX moves. 



SUPER ART II 

While jumping, + \ u *rK X.F.LAL 

X.FLA.T. must be done from the air. Twelve does o repeating, quicker 
version of his D.R.A. move. It can hit an airborne opponent, although 
the damage is terrible. The only way to hit confirm this from the ground 
is to super jump cancel dose stand forward kick and cancel into super 
immediately when in the air. 

X.F.LAI can DIG combo Hugo after 
Twelve's neutral throw if Hugo doesn't 
quick recover. 



SUPER ART III 




When Twelve activates X.CQ.P.Y, he morphs into his opponent for a lim- 
ited amount of time. All of the morphed character's moves do 25 % mare 
damage than normal. Twelve aba gains a 20% defensive boost ns well. 
However, Twelve does not have access to their EX moves cr super arts. 

This is the reason not to use X.C.O.P.Y. Many 
characters ore very dependant on iheir 
supers and EX moves. Although, il can be 
argued that almost uny character has bet- 
ter offensive options than Twelve, somor- 
phing actually helps Twelve in this way. 
When the timer runs out, Twelve morphs 
back into his original form. During his 
retransformation period, he takes an 
extremely high amount of damage if hit. 
Akuma far instance, can kill Twelve during 
this lime with one move. 


Recommended Super Art: H. N.D.L 


o 





3 HITS 


8 HITS 


TOTAL DAMAGE: 13 

*+LK-*AXE. 

Twelve's only low hitting non 
super art combo. 

3 HITS 

TOTAL DAMAGE: 22 
CORNER ONLY 

EX N.D.L from sweep- distance 
away, juggle with HK 

Position specific juggle off of EX 
ND.L 


TOTAL DAMAGE: 39 

* + LK -> AXE. -» X.N.D.L 

Twelves only low hitting super 
art combo 

19 NITS 

TOTAL DAMAGE: 69 
MK SUPER JUMP CAN- 
CELED INTO VERY EARLY 
X.F.LAX 

Twelve's only option for com be- 
ing X.F.L.A.T. High Damage. 
Extremely difficult to do, not rec- 
ommended. 


None of Twelve's super arts stand out os being terribly good* X.CQ*F.Y, can be OK against certain opponents* X.N.D.L. is Twelve's 
only super that actually helps him out in a reasonable way. X.N.D.L can he ccmboed into for decent damage, considering Twelve 
doesn't really have very many combos to begin with* Twelve will probably get the most use out of his two stocks of meter by using 
rt far EX moves. EX N.D.L and EX D.RA are both goad, and generally safe moves* Use bath of these moves to help score 
a knock down* Then, get in dose and score a hit, and try to verify a combo into X.N.D*L. 


COMBOS YOU NEED TO KNOW 
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Twelve tan only really do two things: poke and throw. Outside of o super 
art, he has virtually zero combo potential Because af this, Twelve has 
no real way to punish anything significantly. This 3s really bad far 
Twelve, because opponents will hove no fear of doing random 
Shauryukens, supers, or anything else that can Hi for big damage and 
knock Twelve out of the air. What would normally be a big risk maneu- 
ver is actually in your inleresl against Twelve. His lock of punishment 
ability tips ihe risk/reward ratio into ibe favor of high risk paying off. 
Twelve is likely la be hit by random anti-airs and supers all the lime, 
and there is not a whole lot Twelve can do aboul it. 

Since Twelve can do nothing more than poke and throw, he doesn't have 
a very good dose up game. Add lo ihls ihe fad that his onfy verifiable 
ways to combo into super con both be parried low, why would he want to 
gel dose. When Twelve Ison the ground, low forward is bis best poke. Use 
it often. Against taller characters, use LP a lot to keep them grounded. 

Twelve con lake advantage of his air dash flight capabilities to form 
some sort of offensive game. Twelve's maneuverability is his strong 
point. He can fly in, poke or throw, do a little damage, 3 hen fly away, 
da a random N.D.L, fly back in, poke or throw, get any piece of dam- 
age be can, fly away, and repeat. Essentially, you want to fly around 
back and forth being annoying and scoring little bits of damage here 
and there. That is the best you can hope for. 

There are some tricks Twelve can utilize to help him score those little 
hits. Twelve can air dash really low to the ground by inputting ihe first 
command of the air dash as you jump. From the ground, lop and 
os soon as Twelve gets in the air he will hegin to fly. From this low 
heigh I, you can cancel the dash into an air Hit that will bring Twelve 
bock to the ground really quickly. It is like performing a quick low jump. 
You cun use this travel across the screen really quickly at a very law alii' 
fade. Use ihe speed of this trick to gel in dose and either threw imme- 
diately, or take advantage cf the fart that they are probably still block- 
ing high and do + + LK AXE, (LP) X,H.D,L, This is one of the 
few good ways to land that combo. 

If you are air dashing towards an opponent from far away, cancel into 
jumping HP to hit them ot a distance, HP covers a lot of distance and can 
keep opponents owoy. Land and then uir dash back. If you do the low air 
dash trick to dash back, after you fond immediately EX N.D.L, This will 
hit many characters wbo try to dash up aad fallow Twelve. Another good 
option when you load from an air dash is la HK. If you are near the 
opponent and they jump, use an HP them as they ascend. If you air dash 
in from medium range, cancel into jumping LP. The LP hits from high up 
and usually gives Twelve frame advantage when he lands. Use this 
opportunity lo Throw. If your opponent jumps while you are uir dashing, 
cancel into jumping ivTP This poke comes out fast and has great range. 


At times when you air dosb in pretty close, hi) them with jumping HK, 
and when you land, do dose slond forward kick and super jump cancel 
back into the air. From there you have many options. A tricky maneu- 
ver is to super jump cancel and jump backwards, then uir dash forward 
again and cancel into HK immediately. The HK will whiff and you will 
land right back next to them really quickly. Use this opportunity to 
quickly throw, or do * + LK AXE. (LP) X.N.D.L. This works real- 
ly well against a cornered opponent. 

Twelve's HP is great anti-air. You can hit opponents an the way up, at 
the height of their jump, or as they are coming down. Mix it up lo dis- 
courage parries. Another good way to mess with parry attempts is to use 
LP as anti-air. if they parry, cancel into EX N.D.L. The parry timing far 
this is tricky, and if it hits, you can juggle with HK. Twelve's safest anti- 
air is lo walk under his opponents anti ihrow. His walking animation is 
so low to the ground that he almost never gets hit by cross ups. You can 
also use his walk to go under most projectiles. 

WAKE UP GAME 

If you score a knockdown, it is usually from a throw or EX N.D.L., so 
they will be sent flying across Ihe screen. This is a good setup for a cross 
up. Super jump up ond air dash towards them. Cancel into jumping HK 
to cross them up as they get up. Land and do * + LK AXE. (LP) 

X. N.D.L. 

When Twelve is the one getting up, his options are rather limited. + + 
LP -> A.X.E. (LP) comes oat fust and pushes ihem away a hit. But if it 
is blocked you're in trouble. Twelve doesn't have any high priority 
moves to deal with this type of situation. Try not to get knocked down 
and cornered. If you do, you might have to resort to parrying. 

SETUPS 

Ranges setups far HQ H super art 

Against small and medium sized characters: 

[# + LK, * + LK), UOK XJ.D.L 

RESETS 

Reset 1: In ihe corner if you hit your opponent with an EX N.D.L, jug- 
gle them with LP la reset them, then U OH. You can set up the distance 
perfectly lo link X.fiD.L after the UOH. 

PARRY SETUPS AND TACTICS 

Y/hen Twelve is air dashing in, he often dees jump IP, lands, and throws. 
Before throwing, try to tap forward. This way, if they tried to poke you 
with tr mid level attack, you will pony and then throw them. If they did 
nothing, you will throw them as well. This is a good option select tactic 
to help Twelve when he is dose. 

GROUND CROSS UPS 

Twelve can cross up Hugo in any corner. 

FAVORABLE MATCH UP: CHUtUt 

Chun-Li is one of the strongest characters in the game; one hit can lead 
to over 50% damage. Twelve is one af the weakest characters In the 
game, even his biggest combo only does around 35% damage, and it is 
hard to actually land. So how does Twelve beat Ch un-Li? From the air. 
Twelve's unique (an arguably bad) style of poke and run away tactics 
actually are effective against Chun -Li. Twelve con attack Chun-Li repeat- 
edly from the air because of her lack af any anti- air moves. And when 
Twelve is running away aad flying across the screen, It is very hard for 
Chun-Li to catch him. The more lime Twelve spends in the air, the less 
chance there is that he will ever get hit by (h un-Li r s deadly law forward 
Houyobsen, 


This is by no means a free win for Twelve. Twelve always has to be care- 
ful, Chun-Li only needs to land two hits to essentially secure a win. Twelve 
an Ihe other hand has lo land numerous hits. If Chun-Li blocks or gets hit 
by Twelve's HK, she con super the recovery from half screen. If Twelve 
can avoid Chun -Li's low forward, onfi^p attacking safely from the air, 
then he can defeul one of ihe game's most deadly characters. 


Twelve vs, Ken is one of the hardest match ups in the game. Twelve has 
pretty much no ground game against Ken, The best he can do is try to 
punish whiffed low forwards or roundhouses with his own low forward. 
The air isn't much belter, Ken's Shcuryukens can slap Twelve's air dash 
attack. Twelve also has to be weary of random jump EX Talsumaki 
Senpuu Kynkus. Twelve has to get airborne to get his pukes in, bul 
againsl Ken., this just isn't possible. Twelve is wide open every time he 
goes in the air. Twelve has no high damaging combos to punish whiffed 
high risk moves, so Ken is free to be as random as he wants with 
Shomyuken and Intsumaki 5enpuu Kyaku. This can he really hard for 
Twelve to deal with. 

For Twelve to win this match up, he has to play perfectly. Attacking dur- 
ing air dashes is going Jo have to be kept to a minimum. Any poke can 
be beat by a Shnuryuken. Low jamp short air dashes and a lot of throws 
are going to be your main tools. Cancel an air dash and try ta bait our 
Shouryukens that miss, and then do as much damage as you can, This 
win will nat come easily. 



UNFAVORABLE MATCH UP: KB If 
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Uriffn 


NORMAL MOUES 


STANDING 

HP goes over some low attacks at 
lb right range. 

HK is a slow overhead kick that 
moves Urien J s body back slightly. 
Can he usd to avoid and punish 
throws at paint blank range. 
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GUARD (tiA 

PARRY (t, 

THROWS 

IP + IK Destroy Clow 



SPECIAL NORMALS 



Con be used os anti-air against frontal [ump ins. Use it al the end of 
joggles to start a reset set up. 




Terrible Smash 

CD 


Great overhead. Very fast. Extremely useful to land hits that lead to 
large combos while they ore in block stun with an Aegis Reflector an 
top of them. 



Longing Kick with great range. Moves Urien very far forward while 
attacking. Use during foot games because it r s hard for your opponent 
to make ihis attack whiff. Also important for Aegis Reflector unblock- 
able setups. 



CROUCHING 

+ f HP as anli-air. Also Juggle 
set up, Uriens mein opening for 
combos and big damage. Terrible 
recovery however, very unsafe if 
blocked. Use only when it's guar- 
anteed. 


* f MK has good range, speed, 
and recovery. Ok whiff punisher. 
Overall good puke in general. 

# + HK is a sweep with amazing 
range. It can punish whiffed 
moves if it is done early. 
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4 + MP Low Strong . 
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4 + MK Low Forward 
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''guard tivT 
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*,+ UK Low Roundhou se 





JUMPING 

Jumping HK is an overall great 
jump in. Good damage, great 
range, average priority. 




X . + _WK Jumping Forward, 


t + MP Jumping Strong 




_+HK Jumping Roundhouse 
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Char g e M tP Dangerous Headbult 


Charge 4 t + K Viol ence Knee Drop 


JuggEe set up / leaping headbutt. Whiffs an crouch - 
ing characters, however the recovery is still rather 
fast and hard to read to. Can sort of be useful for 
throw set ups. Helpful for setting up Aegis Reflector 
unblotkable set ups. The EX version hits twice and 
puls your oppunent into a juggle set up. Good for 
ex tended juggles. 


Flying knee drop. Helpful for initialing j 
Reflector unblockable setups. The HK version 
con be helpful for getting out of a corner 
The EX version hits twice and tracks 
your opponent, which can hit 
them from anywhere an screen. 


Juggle set up if it hits as anti-air / projectile with slow 

I -ecovery. Button strength deler mines what direction 
'he projectile flies it. The MP and HP versions of this 
attack fly upward at an angle, can by used as 
anti-air if thrown early against anticipated jumps. 
If it hits os anti-air Urien can go into extended juggles 
far massive damage. The EX version travels slower 
and hits twice, bul has even more recovery then the 
original. 

Charge *- + + K Chariot Tackle 

n 


Juggle set-up if it hits as anti-air / fast shoulder tack- 
le with fast recovery. Great for extended juggle com- 
bos off of his 4 + HP or anti -air Metallic Sphere, Also 
a good overall move far pressure ond zoning. The EX 
version is faster, hits twice, and hns o slight frame 
advantage after il ihai you can use to link after with 
a Tyronl Slaughter, 


SPECIAL MOVES 

+ v -»• 4 P Mela I lie Sphere 


COMBOS YOU NEED TO KNOW 


8 HITS 

TOTAL DAMAGE: 61 

LP r LP -> MP Tyrant Slaughter 

Verifiable, V/hiffs on most 
crouching characters. Knocks 
down. 

SHITS 

TOTAL DAMAGE: SO 

* + HP for 2 hits, juggle with an 
early EX Dangerous Headbutt, 
when Urien recovers, juggle again 
with Dangerous Headbutt (HP) 

Good mid screen option for pun- 
ishment situations. Knocks down 

6 HITS 

TOTAL DAMAGE: 64 

MUST BE DONE MID 
SCREEN OR CLOSE TO A 
CORNER 

* + HP for 1 hits, juggle with 
and early Chariot Tackle (MK), 
when able, juggle with on early 
EX Chariot Tackle, when Urien 
recovers immediately juggle with 
a Chariot Tackle (HK} 

Damaging onti-air opiion, Abo 
good in punishment situations. 
Knocks down. 


1 0 HITS TOTAL DAMAGE: 

61 

4 + HP for 2 hits, immediately 
juggle with an EX Dangerous 
Headbutt, then juggle with a 
early Chariot Tackle (HK) 
Jupiter Thunder 

Easy way to land Jupiter Thunder 
mid screen in punishment situa- 
tions or us anti-air. Knacks down. 

TOTAL DAMAGE' AS 

i f HP for I hit -» Chariot 
Tackle (HK) Aegis Reflector 
(LP), immediately do a Chariot 
Tackle (HK) when Urien recovers, 
then while they are still being bit 
by Aegis Reflector, link a 4 + HP, 
juggle with on early Chariot 
Tackle (MK}, juggle with tin 
immediate Metallic Sphere (MP), 
juggle again with a Char rial 
Tackle [MK], then finally juggle 
again with semi early HR 

Complicated Aegis Reflector 
combo. Does massive damage. 
Only works again si Chun Li, 
Metro, Q, Elena, Mnkoto, and 
Twelve, Knocks down, allowing 
you to start an Aegis Reflector 
unblockable paltern again. 


3 HITS 


TOTAL DAMAGE: 20 


4 + tp 4 + LP Dangerous 
Headbutt (LP) 


Uriels only safe and verifiable 
combo without a super. V/hiffs on 
crouching characters however. 
Only do it if they are standing. 
Honestly not all that useful. 
Knocks down. 


TOTAL DAMAGE: 26 


* + LP, 4 + LP EX Chariot 
Tackle 


Verifiable, Hot so great damage, 
but it is safe. 


TOTAL DMAAGE: 56 


EX Chariot Tackle linked inlo an 
immediate Tyrant Slaughter 


Ok combo if you happen to hit 
with a random EX Chariot Tackle 


7 HITS 


TOTAL DAMAGE: 62 


4 + LP, ♦ + IP Tyrant 
Slaughter 


flexible and verifiable. Ok dam- 

firm Kim fir rlritun 


Does massive slun damage. Only 
good for punishment situations. 
Knocks down. 
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MUST BE DONE MID 

CLOSE TO A 

CORNER 


MP EX Dangerous Headbutt, 
juggle with a late EX Chariot- 
Tackle, juggle again with an early 
Chariot TackJs (HK) Jupiter 
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SUPER ARTS 

SUPER ART I 

u * I \ ^ P Tyrant Punish 

Linen does 5 consecutive Chariot Tackles for good damage, A very bosk 
super. Urien can cancel [tensity from his LF^ MP target chain, * + LP x2, 
os well as from any Chariot Tackle, Use Chariot Tackles to attack from 
long distances and punish whiffs, and cancel into Tyrant Punish if one 
connects. Urien cnn also fink into Tyrant 
Punish after an EX Chariot Rush or Jumping 
HK, Jumping HK has really long reach and 
a long enough hit stun to allow Urien to 
attack from almost any height and still 
hove lime to link the super when he lands. 

With 2 stacks of super meter, Urien is free 
lo use EX moves for his big damage jug- 
gles. Tyrant Punish gives Urien big combo 
opportunities that his other super oris canT 
supply An oil o round decent super. 

SUPER ART II 

4 ^ ■» { V44 F Jupiter Thunder 

Urien charges up to throw a giant projectile towards his opponent, 3! 
does good damage and has comho possibilities. Et can he used la finish 
off many of Uriels long juggle combos. It does o lot of stun damage, 
Urien can easily stun Remy or Akuma with Jupiter Thunder at the end 
of a juggle. Jupiter Thunder may be the 
super art of choice against Akuma because 
of his ability to teleport oul of Aegis 
Reflector setups. 


Recommended Super Art: 

Aegis Reflector 

All oUfrien's super arts can lecid to big damage if he has dean 
openings, but only Aegis Reflector can put Immense pressure on 
opponents when they are blacking and lead to big damage 
without Iwtidly landing the super. With the addition of unblam- 
able, and high /low mix-up setups, Aegis Reflector Is dearly 
Urien's most useful super art, ft can be used in almost any sit- 
uation to inflict same damage on your opponent. 


TARGET COMBOS 


LP-4 MP 

Verifiable way to land a Tyrant Slaughter. Whiffs against 
most crouching characters though. Hoi very useful. 

T; Ifj 
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QUARREL PUNCH -4 HP 

First hi! whiffs against crouching characters, so it has 
limited usefulness. 
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SUPER ART III 

w+P Aegis Reflector 

Urien sends out o wall in front of him that can hit up to 6 times and 
reflect projectiles. The button pressed determines how far the reflector 
initially travels. After that, it bos a homing feature, moving either for- 
ward or backwards from its initial position toward the opponent. Urien 
can also press two punch buttons for o vari- 
ation of the reflector l hoi comes out olmost 
instantly right In front of him, although 
higher than ihe normal reflectors. With this 
variation's frame start up, Urien can combo 
into this reflector after a UOH or after his 
neutral throw on some characters, and 
even after 4 + LP x2 in the corner. 

Aegis Reflector is a very complicated super. 
Il doesn't do very much damage by itself, 
hul it has the potential to be used in an 
almost unlimited number of ways to produce high damage combos, 
unblockable and ambiguous setups, and big damage off of overhead 
and law attacks, Urien can even use Aegis Reflector for the purpose of 
canceling his special moves to recover fasler so he can add on a few 
more hits to the end of a juggle, 

Ihe most bosic use of Aegis Reflector is lo combo into it and ullow Ihe 
reflector la do same damage before starting a juggle with 4 + HP. This 
can he easily done In the corner after a Chariot Tackle, Cancel into a 
Aegis Reflector (LP) , then simply launch them with 4 + HP after the 
last hit of the reflector. In mid screen, if you can hit them into the reflec- 
tor behind them, the reflector will bounce them hack towards you. 
Continue lo keep hitting them in to the reflector until Aegis Reflector 
runs out, then launch them with + + HP and continue to combo them. 

It usually is difficult for Urien to conned with 4 ? HP or a Chariot Tackle 
in order to combo into Aegis Reflector Directly, Urien usually hos to 
resort to trying to do damage with Aegis Reflector indirectly Chariot 
Tackle into your opponent, and even if they black, activate an Aegis 
Reflector. At this paint, you can either do a low move, on overhead 
attack, or try to throw them. Hit them with any of these, and they will 
bounce into ihe Aegis Reflector, You may then possibly have the ability 
to hit them again while they are caught in the Aegis Reflector, This is 
especially useful in the corner. After an overhead or low attack, Urien 
has enough lime la recover from his move and launch his opponent with 
4 + HP before the Aegis Reflector runs oul. An overhead ar low attack 
can lead to o big juggle for a lot of damage. 

Aegis Reflector can be used to set up on unblockable scenario for Uriels 
opponent. Hit your opponent from the front while Aegis Reflector hits 
them from behind. If the hit boxes of the two moves overlap, then it cre- 
ates a situation where your opponent cannot block. This makes Aegis 
Reflector extremely lethal. The only way to escape from on unblockable 
setup is to parry correctly, or execute a move with enough invulnerability 
to move out of the way of it. After landing an unh lockable hit into Aegis 
Reflector, Urien usually hos enough lime to launch his opponent with + + 
HP to continue with an air juggle for a fan of damage. 
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Urien has the potential to do a tan of damage and a lot of stun if he con 
loud one of his long juggles. The problem is that il r s hard lo land his jug- 
gles straight up. * + HP comes out slow, so it's only useful for punish- 
ment situations, Urien can't rely on 4 * HP to get his damage. He hos 
to use his Aegis Reflector to creole openings to knock owoy at on oppo- 
nents Fife bar and possibly trick them and land a juggle and possibly set 
up an unblockable Aegis Reflector. Urien is at such an advantage when 
he activates Aegis Reflector. The opponent usually can't attack while 
Urien is pressuring with Aegis Reflector So Urien wants to fight with an 
Aegis Reflector an his opponent whenever possible. 

Urien should play defensively when he doesn't have meter. He doesn't 
have a lot of high damaging offensive options that are safe. His Chariot 
Tackle is no) safe if blocked, so it is hard to gel in. It's belter to slay back 
and charge your super meter. Whiff a lot of MPs lo build your meter, 
and try to keep your opponent away from you as best you con. Poke 
with 4 + MK, and keep charging your meter with MPs, 

Yfhen you hove enough meter for an Aegis Reflector, it is now safe to 
rush in and attack. Hi! them with a Chariot Tackle to get in and cancel 
into Aegis Reflector. Canceling into this move gives Urien frnme advan- 
tage when he recovers so it is safe to Chariot Tackle at any time if you 
hove meler. If they block the Chariot Tackle, you have a lot of mix up 
options to try to land some damage. The most basic options are to either 
do an overhead atlack, hit them law, or throw and bounce them into the 
Aegis Reflector to set up a juggle. At mid-screen the damage you can get 
off of o blocked Aegis Reflector selup is ok, but ideally you want to get 
them into the corner first. If they black and you activate o Aegis 
Reflector {LP} in the corner, ony hit you connect with will allow you to 
launch them with * + HP before the Aegis Reflector runs out. You ran 
Fund a huge juggle and possibly set up an unblockable Aegis Reflector 
setup if you hove enough meter. If your opponent blocks the Aegis 
Reflector and all af your mixups, simply dash back and start charging 
your meter again with MPs, Urien is a better character with on Aegis 
Reflector on screen to help him out. There is no reason lo put yourself 
at risk when you can just run away for a little bit until you can activate 
it again. 

4 + HP is good as anti-air and sets Urien up far his big juggle combos 
and unblockable setups. If is a bit slow, so it tends to get beat by eurly 
jump attacks. Jumping back HK is another really good anti-air tactic. 

VUAKEUP GAME 

Urien has many tricks he can do if he lands a knockdown while Aegis 
Reflector is out, Urlen's dash is really good, and con dash through a lot 
of characters if they quick recover. He con use this to set up unblockable 
Aegis Reflector situations or to just confuse his opponents and hit them 
into If while they aren't blocking, Urien con also take advantage of 
charge partitioning lo dash up quickly and do a Dangerous Headbutt 
over their fallen body lo hit them from behind into the Aegis Reflector. 

After knocking them down in the corner, there is no need to wait until 
they get up and Chariot Rush Aegis Reflector. They could potentially 
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parry ihis. Jus! activate a Aegis Reflector (IP) over their fallen body and 
lei them wake up right into it. Try to hil them with an overhead or low 
attack and then launch ihem with 4 + HP if il hits. If Urien doesn't have 
enough mater for an Aegis Reflector, he Isn't going to be that much of 
a threat to a waking up opponent, so Urien is as risk to wakeup moves. 
Urien might want to back off and try to build up his meler before 
attacking again. Mid-screen jump HKs are goad and fairly safe because 
of its Eong range. Urien just needs to annoy his oppon&nt and keep them 
away for a little bit until he has his meler again, then he can charge in 
and active Aegis Reflector. 

When Urien is the one getting up, he has a nice wakeup move in his 
Dangerous Headbutt. The LP version comes out fast and is generally sale. 
If il whiffs completely though Urien is vulnerable. 4 + LP is also a pret- 
ty good poke up close. 4 + LP -4 Dangerous Heotbutt (LP) is a fairly 
safe option to da as well to try to knock someone away from dose range. 

SETUPS 

ADUANCED SETUPS: 

DNBLOEKABLE AEGIS REFLECTOR SETUPS 

Setup 1: After a throw, immediately activate a Aegis Reflector {LP) . 
During the super freeze charge down, and do a Dangerous Heolbult (HP) 
os soon ns the action resumes to go over your grounded opponent's 
body. As soon os they get up, hit them with a Quarrel Rick to push them 
into the Aegis Reflector The kick overlaps the Aegis Reflector and will be 
unblockable. As soon as you recover, launch them wiih 4 + HP Hits is a very 
basic setup. Your opponent can escape by quick recovering the initial throw. 

Setup 2: Conned with 4 + HP and juggle with a Chariot Tackle (LK) 
Cancel into a Aegis Reflector (HP) and charge during the super freeze. 
Immediately Chariot Tackle (HK) to juggle again. Charge dawn during 
the Chariot Tackle, Hesitale for a split second, fhen Violence Knee Drop 
(HK) to get la the other side of your opponent. Dash up twice to push 
your opponent towards ihe reflector while they are on the ground. 
Immediately hil them with a Quarrel Kick to push them into the Aegis 
Reflector nnd cause an unbkkable situation, Hit ihem with # + HP and 
juggle. If you have enough meter and are still positioned mid screen you 
can repeat I he setup for analher unblockoble Aegis Reflector combo. This 
selup is redly good because when the second Chariot Tackle hils, it push- 
es your opponent into the Aegis Reflector as the lost juggle hit, thereby 
disallowing ihem lo quick recover 
and escape this setup. The timing 
and spacing varies slightly on the 
diaroclers this setup works on. 

Setup 3: in the corner, 
juggle with a Chariot 
Tackle and cancel into Aegis 
Reflector (LP) . Walk backwards 
and charge, then do a Chariot 
Tackle (HK) to move your oppo- 
nent back into I he corner without hit- 
ting them. Charge down during the 
Chariot Tackle. Da a Violence Knee Drop 
(HK) to hil your opponent right as they 
wakeup. This will cause an unblockable situa- 
tion and they will get hit by the Aegis 
Reflector, Lund and launch them with 4 + HP 
Repeat from the start if you have enough 
meler. You can da multiple Chariot Tackles 
to increase the damage. You can set 
this up wilh a + + HP or onti-air 
Metallic Sphere or any 
other means to juggle 
them. Another goad 
way to set Ihis up 
is after o blocked 
Aegres Reflector in I he 
corner. Try la hit them 
with either a UQH or 
low attack, then 4 + 


HP to juggle and begin the selup from there, 

Selup 4: Here is a setup lhal works on the smaller characters of the cast. 
Connect wilh o 4 + HP, then juggle with a Chariot Tackle (LP) and cancel 
into o Aegis Reflector (HP). Dash hack nnd do o whiffed 4 f HP os a lim- 
ing device. Then Violence Knee Drop (HK) to get dose. Charge during the 
Knee Drop so you con immediately Dangerous Headbutt (HP) over iherr 
body, 4 + LK when you land to set up an unblockable Aegis Reflector hit. 
Then 4 * HP to launch them and finish them off with your favorite juggle, 

ADUANCED TACTIC 1: 

OVERLAPPING CHARGE TIMES 

Urien does a Jot of damage off of his juggle combos. In the corner he 
can juggle with up to 4 Chariot Tackles in mosl situations. The timing is 
really strict to get 4 Chariot Tackles, You can give yourself some help by 
overlapping their charge times. The idea Ss simple: start charging for the 
next Chariot Tackle before you even execute the lust one. Charge buck 
for the first Chariot Tackle, end once you hove a charge, press towards, 
then back and press kick. The 3rd Slrike game engine gives you a lot of 
leeway to coordinate joystick motions and button presses, so you don't 
have to press the kick button exactly when you press toward, Wilh this 
method, when you press kick oiler pressing bock, you hove already 
started charging for the next Chariot Tackle. This should give you suffi- 
cient lime to full charge for your next Chariot Tackle so you ton keep the 
juggle going. Do this for all your charges to cut dawn on the charge lime, 

ADVANCED TACTIC 2: 

CHARGE PARTITIONING 

Urien has many charge moves that tan take advantage of charge par- 
titioning, The idea is pretly simple; split up the charge time of a charge 
move into pieces. In belween the charges you ore free to move around 
or do moves, iusl make sure you don't wuit too long before continuing 
the charge. As long as you haven't fully charged, you ton keep parti- 
tioning the charge, 

Urien can set up n lot of unblockable Aegis Reflector selups with the use 
of charge partitioning. Often times Urien will knock his opponent down 
while Aegis Reflector is out. He needs to get on the other side of his 
opponent so he cun hit them into Aegis Reflector from tbe back. Usually 
the quickest way for Urien Eo move is by dashing, Wilh charge parti- 
tioning, Urien can charge a little bit, then dash and complete the charge 
during the dash so by the time he gets next to his opponent he con quick- 
ly Dangerous Headbutt over their body and be all set to hit his opponent 
info an unblockable setup. 

Urien doesn't have to wall until he has Aegis Reflector out 
thereto moke use of charge partitioning, Urien's dash is real- 
ly fast, so dash up and throw is a redly goad tactic. You can 
trick opponents by dashing up next to them, and doing a 
Dangerous Headbutt immediately after the dash. if they 
tried to counter throw you, they will gel hil by your 
tricky maneuver. Hide your charges in dashes and 
other moves and then surprise your opponent 
with o charge move when I hey feast expect it. 



RANGES SETUPS FDR UOH -> 

SUPER ART 

Against ♦ it :ir. r ~sri _ : 

(* + LP x7) uCH-4T — ■ 

(4 + MK], UOH 4 7. / 

RESETS 

Reset T: If you [and a Chariot Tackle juggle in the corner 
your opponent with a MP and immediately cancel into Jupiter Thunoer, 
Jupiter Thunder comes out so quickly that it is extremely hard to Feati 
to and parry, it will start a new juggle combe and do massive stun dam- 
age. You can use this to sei up an inslcnt dizzy thot leads to ofmost 
100% life on shot os. If you land an LK Dangerous Headbutt against an 
opponent in the corner, juggle with 2 Chariot Tackle (LP)s, then hit them 
with MP 4 Jupiter Thunder. This will dizzy a sholc. Finish them off with 
a jump in HK, 4 + HP, and juggle with [banal Tackles and cancel into 
another Jupiter Thunder if you have enough meler, 

PARRY SETUPS AND TACTBCS 

1 When Urien does a wakeup Dangerous Headbutt, il might whiff on some 
touching characters. The move comes out fast and is hard to read lo. A 
down parry in this situation might just catch on opponent's attempt to 
punish your whiff. This could be the opening Urien needs to land his 
f 4 f HP and start a juggle combo or unblockable Aegis setup. 


GROUND CROSS UPS 

Urien can crass up Twelve, Hugo, and Macro in any corner, 

Urien can cross up Yon, Yang, Dudley Chun-li mid screen after u juggle 
lhat ends with a Dangerous Headbutt. 

FAVORABLE MATCH UP: HUGO 

Hugo is really tail, Urien con use this to his advantage and really annoy 
nnd frustrate Hugo with high Metallic Spheres. Hugo cannot walk under 
them. Urien can keep Hugo awoy fora long time and build up his meter 
a I the some time. Keep him away with Metallic Spheres, and only attack 
when you hove meter. Charge in and activate Aegis Reflector and get as 
much damage as you can. After lhal, dash back, throw some more high 
Metallic Spheres, and build your super meter up again. Urien should 
bnve an easy lime keeping Hugo away, Only get close ta him when you 
are ready to aciivnte Aegis Reflector. Play it sofe against Hugo, end a 
victory should be easily within your reach, 

UNFAVORABLE MATCH UP; KM 

Urien wants to keep characters away until he has meter for Aegis 
Reflector, Urien will hove a hard time trying to keep Ken away, Urien 
cannot use his 4 + MK at ull against Ken. Ken's crouching M will 
always beat Urien's. Ken can butter supers safely from a half screen 
away with his fow forward and connect with Shipp u-Jimai-Kyaku on any 
hit. Ken also has a great super jump cross up with his jumping forward 
and LX air hurricane kick, Urien just Tins to deal with the fact that Ken 
is going to get close and try to prevenl him from charging his meter. 

For Urien to win, he has to play smart. Don't ever 4 + MK first. If you 
see Ken stick aul a low toward, then it's ok to 4 + MK him back. If you 
want lo stick out pokes to try to keep Ken away, stick to sin n ding MK. 
This will da a good job of stopping Ken from mindlessly zoning with low 
MK. When Ken crosses you up,, just block and wait it out. If he does any- 
thing other than his MR HP chain or 4 * LK x2 immediately, then he is 
probably going for some sort of tick se! up. Try lo Dangerous Heodbuf! 
(LP) him between hits ond knock him down. Get your meter, and acti- 
vate Aegis Reflector, and just play Urien's gome. This match will he 
tougher lhan mosl, bui if Urien can keep getting meter for Aegis 
Reflector, he will chip away at Ken's lifebor bt! by bit. 
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USfKff 

NORMAL MOVES 


STANDING 

HP has good range and deals 
decent damage. Use it to beat 
a nl id paled attacks early at dose 
range, 

MK is an upward kick with that 
covers quite a bit of area. Good 
in anticipation to jumps at a close 
range. Nils most crouching char- 
acters. 

HK has ridiculous range, usually 
greater than any opponent's best 
poke range, and still hits most 
crouching opponents. Also good 
against anticipated jumps from 
further away, must be done early 
in this case, however. 




PARRY f H 



'GUARD fH/ir 
'parry fT 


LK Short 




Forward 



Roundh ouse 


STANDING CLOSE 

Close MP is Yang's best dose mid- 
level ollock. Ii has a decent 
amount of frame advantage 
after it, allowing Yang verify and 
comha with LK EX Tourou Zan. 
If i Vi P is blocked, walk up Zenpou 
Tenshin, 4 + LK fx2} EX 
Tourou Zan, or universal over- 
head linked into LK EXToorou 
Zan are ail good patterns in this 
situation. 

Close MK is n super jump cance- 
lable kick that launches. Use ii as 
anti-air or a safe mid-level attack 
on wake up. Whether or not it 
hits, you can cancel the attack 
into a super jump, allowing you 
1o juggle after It. If It's blocked, 
follow up the failed attack with 
one of Yang's many Raigeki Shuu 
patterns. 







Hit Close Roundhouse 

'startup m 

fn 

GOD 

* GG 

. JlfD. 

DGD 

□ 

□ 

[guard G/T 

'parry GT 

_ . . ' V 


COSTUMES 




Fairly fast command overhead with good range. Cun be done from 
rather unexpected ranges for passable damage. 



■ t n rumjehs jiiuu {--, 

'startup CD f CEJ j H 

ll 



A diving kick with a steep angle. Button strength controls Yang's angle 
of descent, Yang's gome revolves around ihis attack. Use it to get dose 
guickly offer a successful knock down. It can be used in an offensive 
manner to get dose and stay on top of opponents. Depending on how 
close this move is done and haw high up the move is blacked, the 
Raigeki Shuu can carry varying frame advantages or disadvantages. 
It's important to learn to pick the right kick strength so that this move 
hits late. Also, because af the varying angles, ft's passible la use 
Raigeki Shuu to set up hlgh/Iow/throw guessing games by whiffing a 
Raigeki Shuu, landing, throwing, or going straight into + * LK (x2), 
or not whiffing it ot all, making it hit extremely deep, which hits high. 
If a deep Raigeki Shuu is blocked, Yang has a slight frame advantage 
to work with to start a mix-up gome. 


SPECIAL NORMALS 


Se pnuu Kycku ;■ 


STARTUP QE) [ GO 
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» f MR Jumping Strong 

TACT I IQ "f n ' 


'start up ff~) 

fa 


□ 

□ 

. ; f 9 

Ml 


'guard nr 

'parry T) 


» + HK low Roundhouse , 


f + MK Jumping forward . 

'start up F^TTi 

fn 

'QQQ 

m 

□ 



[guard f^T 

'parry fin 


SPECIAL It/IOUES 

3-v-* +F (up to 3 times; 5 for EX) Tnurau Zan 


“I 


QE 


JUMPING 


THROWS 

Hi 


Yang's most important special attack at dose ranges. 
Does good damage and knacks down. Each segment 
of the attack can he delayed slightly, meaning it's pas- 
sible for Tourou Zan follow ops late after tlie previous 
Tourou Zan slash. This is good for I ricking opponents 
into ill inking you're going to retreat/ stopping ol one 
slash, allowing yea to retaliate when opponents 
strike, thinking you're at a disadvantage. Becouso of 
the multiple hits, it's possible to verify a hit after # + 
MK ->Taurou Zan (LP) far 1 hit. The first hit of the LP 
version also has a slight frame advantage after it, 
allowing Yang slap at the first slash and mix-up with 
walk up throws. Because of the EX version's increased 
speed, it combos off + + LK (x2) r providing a flexi- 
ble combo. The EX version is also a good whiff pun- 
isher. This attack alone makes Yang deadly at close 
ranges, an important move to his arsenal. 


* * «- + F Byakko Soushouda 


Pressing two punches instead of one "fakes" the 
attack, cancelling jus! before the punch, Very slow 
start up, but extremely good priority because of Its 
large hit hox. Use from far away in anticipation 
against a pump in or an attack with range. Faking the 
move is useful in wake up or close range situations 
to bait a high parry, allowing you to land a + + MK 
-> Tourau Zan or walk up throw. 


■* v * * +■ 4- K Zennou Tenshfa 


Button strength determines how for !he roll travels 
before the kick segment. MK f HK and EX versions are 
a juggle set ups, (after MK or HK, use Tetishin- 
Senkyulai, close MP r or LP), Use it to go under pro- 
jectiles or close rnnge combos, EX version travels fur- 
ther and faster while doing more do mage, 


Kafhou 


Korhou travels varying distances depending on the 
button strength used. Although heavily open to attack 
on start up and recovery, this move is important when 
used in combination with Tourou 2tm r as both the nor- 
ma! and EX versions of the Tourou Zan knock oppo- 
nents fairly far away. Use LK or MK Kaihou to close 
distances and star! another offensive pattern. 


* + LK (xZJ is the opening to 
Yang's most useful combo: + + 
LK (x2) ^ EX Tourou Zan. it is 
nlso one of the only safe ways to 
load super arts off of a low 
attack. Use it for set ups and 
guessing games like i + LK, 
command throw, or + + LK, MfJ 
BP r +- + HP chain. 


♦ + MK is Yang's only decent low 
poke. Although slaw, use * + MK 
EX Tourou Zon to punish 
whiffs if done early. Also useful 
as anti -air because Yang's crouch- 
ing bit box is so low. 


* + HK is a sweep that moves 
Yong forward. Good for punish- 
ing whiffed ul lacks. 


CROUCHING 


ms 


Command grab that switches sides with opponents 
and leaves them open for a combo, specifically + 4- 
MK -^Tourou Zan {HP / EX), This move can lead to 
major damage off of a throw. Has slightly more 
range than a normal throw. 


'start UP m 
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'guard rT 

'parry fjj 


'start up HT1 
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D 
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'guard rT* 

'parry fY / 
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SUPER ART II 


SUPER ARTS 

SUPER ART I 


*y + ^ + + P 


Roishin-Mahhoken 





Raishin-Mohhaken is Yang's most damaging super art. II combos easily 
off of 4 + MK, making it ideal for punishing whiffs. Il provides o mid 
range poke that can lead to big damage. Raishin-Mahhaken is the only 
nan- projectile super art in the game with frame advantage if blocked. 

This allows Yang the freedom to be some- 
what random with it if he chaoses. As tang 
as E! makes contact, Yang cannot be hi! 
back. Throwing out this super art randomly 
from lime la time can make up for its lim- 
ited combo ability, tf opponents fear I hoi 
Yang might use a super art on them ol any 
moment, they might be more hesitant to 
throw out random pokes, or pressure Yang 
on wake up. Use this to your advantage to 
be more offensive and fund more throws. 

Roishin-Mahbuken only stocks one super 
meter, and the bar is very long. Be conserva- 
tive with EX moves if you plan to have enough meter to land this move. 


Recommended Super Art: 
Tenshin-Senkyutai 

Yang's EX Tourou Zon is too good to ignore. Tenshm-Senkyutai 
gives Yang the meter he needs to unleash an onslaught of EX 
sloshes fa keep on the offensive pressure, Tenslim-Senkyutm also 
gives Yang fhe option to verify n combo into super art from dose 
range. With o short start up, it is able to punish many moves in 
their recovery os well. Tenshui'Senkyufai is cm oil around good 
super ort for Yang, 

TARGET COMBOS 


Tenshin-Senkyufai 



COMBOS YOU NEED TO KNOW 


LK -4 MK -► HK 

Quick three hit chain that does minor damage. It Is 
easy and completely safe if blocked. 

'm I 

GD I ] 



MP-4 HP -4 * 4 HP 

Three hit chain with 0 super art cancelable Iasi hit. 
Decent range und damage. Good woy to land a 
Tenshin-Senkyulai off of a mid-level hit 

rsn 



Two hit air chain ending with Yang's Roigeki Shuu. 
Ibis combo helps versus opponents that anti-air 
parry often. 


4 HITS 

TOTAL DAMAGE: 26 
4 + MK -^Tourou Zon (LP) 

Flexible low combo. The first 
slash of the Tourou Zon (LP) has 
a slight frame advantage offer it. 
Verify a hit off of * + MK -> 
Tourou Zan. If it hlls, finish the 
Tourou Zan command and comho 
the other two sloshes. If it doesn't 
hit, either hesitate the follow up 
sloshes to make it look like 
you're stopping the attack, then 
either execute delayed follow- 
ups or stop after the first slash, 
then ether walk up throw or * + 
MK ->Tourmj Zon (MP). 

7 HITS 

TOTAL DAMAGE: 35 

4 - + LK [x2] EX Tourou Zrrn 

Flexible, verifiable low combo. 
Very good damage. Knocks 
dawn. If 4 4 LK (x2) is blocked, 
Yang remains close, walk up 
throw, wolk up 4 + LK (xZ) 

EX Tourou Zen again, or immedi- 
ately hit MP HP, 



SUPER ART III 

4 v 4 * -» + P 


Seiei-Enbu 


Yung stocks of two super meter for Tenshin Senkyulai. It combos nicely 
in a variety of situations because its homing properties. Yang rolls vari- 
able distances based on the locution of opponents. It Is good for rolling 
under projectiles from mid screen. Teiisfwn-Senkyutol easily combos 
behind HR HP, * + HP target chain, as well 
os 4 + MK lenshm-Senkyutai, 4 + LK 
(x2) -4 Tenshin-Sankyutai, 4 + LP (x3) -» 
Tenshin-Senkyulai, and links off of 4 + MP. 

Work to manage super meter to allow an 
assortment of EX moves along with Tenshrn- 
Senkyutoi. Selecting this super art could be 
used solely for the purpose of storing meter 
far EX moves. 


7 HITS 

TOTAL DAMAGE: 39 

Close HP linked into LK 4 EX 
Tourou Zon 

Flexible, verifiable combo of a 
mid level attack. Ones good dam- 
age, knocks down, 

4 HITS TOTAL DAMAGE: 31 

EX Senkuutai, juggle with early 
close MP 

Goad for going under projectiles. 
It's possible to cancel MP into a 
Kaihou [LK) to teleport right 
directly next to opponents as 
they are flipping out of the LR 
putting Yong into prime position 
to attack. 4 + LK (x2) ^ EX 
Tourou Zan or Zenpou Tenshin 
linked into 4 + MK Tourou 
Zan are good in ibis situation. 

4 HITS 

TOTAL DAMAGE: 31 
(lose MK, juggle with immediate 
Senkyuutui (MK), [uggle again 
with LP 

Okay as an early anti-air or after 
anonti-air parry. 

2 HITS 

TOTAL DAMAGE: 37 
CORKER ONLY 

Byakko Soushouda, juggle with 
on early HP 

Simple high damage comer fug- 
gle. Not very useful, but the only 
decent option if Byakko 
Soushouda happens to hit while 
on opponent is cornered. 


Yong gains two shadows that mimic his moves with a slight delay. This 
allows Yang to recover while his shadows are attacking, allowing links 
to other attacks, meaning the combo con continue for the duration of 
Seiei-Enbu, As the Seiei-Enbu lime runs out, it's possible to link one 
more combo that extends after the super 
art runs out. 

Seioi-Enbu cannot he comboed into, so 
there are no guaranteed setups to loud a 
Selei-Enbu combo. The best woy to use 
Setei-Enbu is fa activate it after scoring 0 
knockdown. As opponents get up, mix up 
overhead, low, and cross up ol tacks to find 
an opening. Once you lend that first hit, 
continue to combo until ihe super meter 
runs out. You must combo many Tourou 
Zans in order to keep Yong moving forward 
to stay in range. The inability to combo into 
Seiei-Enbu is its biggest limitation. If an opponent is able to react to all 
of the overhead attacks ond cross ups, and blocks everything else low, 
Yang will not be able to initiate a combo. Yoag's only other option is to 
grab them with Zenpou Tenshin in order to start the custom combo. 

If you're able to land a cross up Raigeki Shuu while ia Seiei-Enbu, go 
into a high/low pattern to moke it difficult for opponents to block. After 
the Roigeki Shuu, land and use ♦ + MR 4 + HK. Yang hits them with 
4 + MP while his shadow is sliil hitting with a Roigeki Shuu up high. If 
you are able to knock down with 4 + HK, Yang is in perfect position to 
super jump and cross up Raigeki Shuu again and repeat the sequence. 
Each knockdown resets the damage, so Ihe damage potential of this 
confusion pattern is very high. 



5 - 7 HITS 

TOTAL DAMAGE; 26 - 30 

Zenpou Tenshin linked into 4 + 
MK Tourou Zan (HP / EX) 

Yang's most do merging options off 
Zenpou Tenshin. Use EX with suffi- 
cient super meter, or HP when 
there isn't. 

9 HITS 

TOTAL DAMAGE: 49 

4 4 LK, 4 + LK -4 Tenshin- 

Senkyutai 

Flexible, verifiable way to land 
TenshimSenkyiM Knocks down. 

10 HITS 

TOTAL DAMAGE: 47 
MP HP -* * + HP 
Tenshin-Senkyutoi 

Verifiable way to land a Tenshin- 
Senkyutai. Knocks down. 

9 HITS 

TOTAL DAMAGE: 69 

4 + LK, 4 f LK Roishin Mo ha 

Ken 

Flexible, verifiable woy to land 
Roishin Mo ha Ken. Knocks down. 

9 HITS 

TOTAL DAMAGE: 49 
Zenpou Tenshin linked into 4 + 
MK -> Roishin Mo ha Ken 

Damaging option off of Zenpou 
Tenshin. Good if it ends the match, 
otherwise not recommended. 


9 HITS 

TOTAL DAMAGE: 67 
Close stand strong linked into far 
LK-4 Raishin-Mahbaken 

Verifiable, flexible woy to land a 
Raisbin-Mahhaken off a mid 
level attack. Knocks down. 

28 HITS 

TOTAL DAMAGE: 42 
Activate Seiei-Enbu, OOH, Tourou 
Zan (LP), Tourou Zon [LP], 
Tourou Zan (LP), Tourou Zan 
(IP), Tourou Zon (LP), Tourou 
Zan (LP), Tourou Zan (LP), 4 + 
MK -» Tourou Zan (HP), -» HP 
follow up -> HP follow up,' 

Basic Seiei-Enbu combo that 
storts high off of on overhead. 

41 HITS TOTAL DAMAGE: 53 
Activate Selei-Enbu, 4 + MK -4 
Tourou Zan (HP) 1 Tourou 
Zon (LP) follow up, link a * + LK 
-4 Tourou Zon (HP) -> 1 Taurou 
Zan (LP) follow up, link another 
4 + LK Tourou Zon (HP) -* 
one Taurou Zon (LP) follow up, 
link another * + IK Tourou 
Zon (HP) -4 1 Tourou Zan (LP) 
follow up, then finally, link link 0 
4 + IK -4 Tourou Zan (HP), 

Variation of the repeated, slash 
Seiei-Enbu combo that starts low. 



STHHTEBIJ 



bpkim Kovshu 


• :ng works us a rush down character, but he also has more options on 
the ground than his twin brother because of EX Tourou Zan, EX Tourou 
Inn advances Yang forward quickly and bools out most pokes. Use it to 
get in on characters in footsie games. Jf you ever bait out a low poke 
that has bad recovery, EX Tourou Zan on reaction to counter attack and 
score a knockdown, EX Tourou Zan has good range, use it to hit any 
movement you see, Yang's LX Es a good poke from mid range. It is fast 
and beats many moves, and you con cancel it into EX Tourou Zan to pun- 
ish ground pokes. 

From up close, keep pressure on opponents by mixing up Tourou Zans r 
over lied attacks, and throws. I + MK -4 Tourou Zan (LP) is a good 
pressure lactic It is generally safe when blocked, and moves Yang for- 
ward to stay dose. If it hits, iTs possible to finish all the hits of the 
Tourou Zon to knock down and start o wake up pattern. If opponents 
block the first hit, there are numerous options such as walk up throw, 
standing punch choin, * + LK (x2), 4 + MK -4 Tourou Zon again, or 
jump up and Raigeki Shuu, Yang's overhead is also a good move to keep 
advancing and pressuring because of its speed and ability to go over 
some law attacks. 

Raigeki Shuu is Yang's main weapon 1o attack from the air and move in 
on opponents. The three variations of the Raigeki Shuu provide the abil- 
ity to mix it up against a character that likes to anti-air or parry Raigeki 
Shuu. Raigeki Shuu (LK) is especially useful in ibis situation. Jumping 
nnd doing a Rargeki Shuu [LKJ in front of opponents may bait out an 
anli-oir or a jump attack that misses. Against a defensive opponent, 
whiffing a Raigeki Shuu cun lead to on opening on the ground. 
Opponents may expod the Raigeki Shuu to hit and block accordingly. By 
the lime they realise it isn't going to hit, Yang is usually already an the 
ground in prime position to throw or go into 4 + LK [x2], or punch tar- 
get chain comho. Learn the distances well far all of his Raigeki Shuus so 
you con gain position in front af opponents from anywhere on the screen. 

After a blocked Raigeki Shuu, Yang usually has enough frame advan- 
tage to land and safely start his punch targe! chain comba, dose stand 
MK and Raigeki Shuu again, or hesitate and Zenpou Tenshin, After the 
Zenpou Tenshin grab, Yang not only gets a combo and knockdown, but 
[1 also sets up various jumping cross op opportunities upon wake up. 
Another option is to Jfaihau immediately to get back in dose range. 
Against certain characters, especially Chun-Li and Dakota, it's passible 
to connect with dose MK after a Zenpou Tenshin. Super jump cancel and 
jump towards opponents and hit with Yang's air target chain. lime it so 
only the first hit of the choin connects, causing the second hit to whiff. 
Yang lands before his opponent and bos the ability to cross them up on 
the ground. If Yang hesitates and doesn't walk os far, he can uncross 
them up, creating an ambiguous situation You can easily confuse an 
opponent's ability to block and often land another dose MK to launch 
bork into the air to repeat this sequence. Against an opponent who is 
quick enough to react to this crass up, grab with Zenpou Tenshin and 
start over from the beginning. 


Yang does not need to rely on Raigeki Shuus Jo get in as much as Yun. 
Toke advantage of his dive against characters that can't stop his rush, 
but don't take unnecessary risks against characters that can punish him 
for it. Yang has the ability to advance in a cautious and snfe manner 
with EX Tarou Zan. However, if the Yong player is willing to take risks, 
and is in 4 + MR range, cancel 4 + MR in a Korhou to teleport next to 
your opponent. If you are lucky you can surprise your opponent by tele- 
porting behind them. But use this sparingly nnd with caution hecause 
Yang is highly vulnerable during Koihou. 

Yang bos an interesting and effective anti air in his 4 + MR. Yang 
crouches really low and extends his leg forward as he kicks. Many char- 
acters have a bard lime bitting Yang from the air when he is in his * +■ 
MR animation. Simply walk back a bit and * + MK jump in attempts 
right as they hit the ground. Cancel into Tarou Zan to combo them hack 
from where they tame. 

MAKEUP GAME 

Yang can continue to pressure opponents an wake up just like he nor- 
mally can when he is close by. Bat alter a knockdown, Yang has enough 
time to start up a Kobnkushr. Mix it up by doing the fake version, then 
going law and proceed to do Tourou Zans, or walk up and threw, or hit 
them with his overhead. 

Yang can do a similar tricky Raigeki Shuu that Yun can mid screen on a 
waking up opponent after a knock down. Jump over their bend just as 
they are getting up, and Raigeki Shuu (LK) on top of them. Wail until 
Yang is pas! their center point before using it. At this point, Yang is con- 
sidered on the other side of them, so in order to Raigeki Shuu, you have 
to input the command far the Raigeki Shuu as if you were originally 
jumping from the other direction. What will happen is Yang will Raigeki 
Sbuu straight down on lap of them and hit them in the back of their 
body. It looks like Yang is going to land an the side of the direction be 
was jumping towards, but instead he will pop back out in front af the 
lost moment and land back an the side from which he came. It all hap- 
pens very fast and is very confusing far the waking up opponent to 
block correctly. 

Yang is much better equipped to deaf with being in a wake up situation 
than his brother. If Yung has Raishm-Mahhaken, that is free on wake up, 
use it at will. Tenshin-Senkyutai is more of a risk because your opponent 
can dash up and hit you on the way down if they blocked. A safer option 
is to wait it out and look for any opening to strike. Yang has a lot of fast 
normals be can rely cm la get himself out of a wake up pressure silua- 
lion. 4 + LP ond LK bath come out En d frames, and can be canceled into 
EX Toureu Zan to get a pressuring opponent off of you. His punch target 
chain is also very helpful to gel oat of bad situations when up close. 

SETUPS 

Ranges setups far UGH -4 super 

Against medium sized characters: 

(Zenpou Tenshin), UOH, * + LK -4 Tenshin-Senkyulai 
1+ + MR 4 + IK), UOH Tenshin -Senkyutoi 

Against wide characters: 

(Zenpou Tenshin }, UOH Tenshin-Senkyulai 

Against Oro: 

No setup is required. UOH 4 Tenshin -Senkyutoi works ot cla'se 
distance an crouching Oro, 

RESETS 

Reset t : It's possible to reset the damage of Seiei-Enbu every time a new 
combo starts. Use o cross up pattern that bits high and tow ot the some 
time, making it difficult to block. After a knock down (easiest to setup 
in the corner), activate Seiei-Enbu, jumping MR and Raigeki Shuu [HR) 
to cross up, land and 4 + MP, 4 + HK. After * + HR knocks dawn, super 
jump forward and begin the sequence again vvilh another Raigeki Shuu 
(HK), Repeat until super meler runs out. You con end the last sequence 
with a Zenpou Tenshin la get extra hits offer Seiei-Enbu runs out. 


PARRY SETUPS AND TACTICS 

Yong is generally safe after a blacked Tourou Zan (LP). However, a lot 
of opponents will try to attack Yang before he can do another 4 + MK 
-4 Tourou Zan. This is a great chance to try to parry their Incoming 
attack low, and then counter with f + MK -4 Tourou Zon, 

Another blocked sequence that tends to bail low nttocks is after a 
blocked * + IK (x2). Try to parry your opponents attack down and 
counter with 4 + MK -4 Tourou Zan. 

GROUND CROSS UPS 

Yang can cross up Twelve, Alex, Dudley, Metro, Hugo, Elena, Chun-Li and 
he con cross up Oro in any comer. 

FAVORABLE MATCH UP: CHUN-LI 

Yang can cause Chun-Li all sorts of problems. Yang can assault Chun-Li 
from the air with Raigeki Shuus, Chun-U doesn't have any solid anti air 
moves, so Yang only needs to be careful of parries and an occasional 
stand roundhouse, Mix up the Raigeki Shuus, sometimes hitting, some- 
times whiffing a Raigeki Sbuu (LK) in front of her face. Yang should 
' have no trouble getting In on Chun-Li. 

He can also fight at a distance against Chun-Li, using her own fighting 
style against her. Try to stay just out side of her + + M range. If you 
see her poke, try to counter an reaction with EX Tourou Zan. Yang 
crouches pretty low down, so if you can bait out a standing HE) you con 
4 4 MK Tourou Zan underneath II, Yang's LK Is another gaud poke 
to usevdien approaching Chun-LI. Cancel into EX Tourou Zan to be safe. 

If Yang Is able to launch Chun-Li into the corner with a close standing 
MK, he can juggle her with all 3 hits af his Tourou Zan (HP). For an even 
flashier combo, Connect with a Kobokushi In the corner, then proceed 
Immediately juggle with Tourou Zan (HP) slash -4 LP slash follow up 
very quickly, wait, HP slash -4 LP slash follow up again, then juggle 
with one LP slash, then hit HP. 

UNFAVORABLE MATCH UP: KEN 

Yang doesn't hove very many safe offensive options against Ken, Using 
Raigeki Shuu leaves Yang wide open to anti air Shouryukens, jumping 
attacks, and random EX Tolsumakl Senpuu Kyakus, Yang's ground game 
is not any safer, Ken already out distances Yang with his ♦ 4 MK. Bui It 
is Ken's super art 3 that shuts Yang down. Yang can not advance on Ken 
with his Tourou Zan because Ken con punish the recovery of the MP, HR 
and EX versions, ft is really hard far Yang ta ever get close to Ken. 

Far Yang to win this match up, he has to rely his pokes more than ever. 
Be patient and try to counter the recovery of one af Ken's 4 + MKs with 
an EX Tourou Zan, If you can score a knack down, Yang has a chance to 
get In dose and mix it up with throws and * + MK -4 short Tourou Zan. 
Bui once Yong gets pushed away again, it will be hard to get back En. 
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SPECIAL NORMALS 


Command attack ihnt moves Yun far forward with a Kabokushi. Very 
good range, slow start up. Has the added bonus of hieng able to beat 
jumping cross up attempts because of the hit box behind Yun. Very 
risky attack, heavy recovery, vulnerable to [amps. Use with caution. 


START UP 


r 


Button strenglb controls the angle Yun dives ol. Yun's game revolves 
around this attack. Use to get dose quickly after a successful knack 
down. Can be used in an offensive manner to get dose and stay on 
tup of opponents. Depending on haw dose this move is done, and how 
high up the move is blocked, I be Raigeki Shun carries varryrng frame 
advantages / disadvantages. It's important to learn to pick the right 
kick strength from different distances so that this move always hits 
fate. Also, because of the varying angles, use Raigeku Sbuu to set up 
higb/low/thraw guessing games by simply whiffing a Raigeku Sbuu, 
landing, throwing. 


Fairly good speed for on overhead with good range. Can be done 
from rather unexpected ranges. 


STANDING 


HP is a decent poke with gaod 
range. From the right range, it 
beats law attacks dean. 


MK travels upward and cavers a 
significant area. Gaod against 
anticipated [umps at a dose 
range. Hits most crouching char 
oclers and is usually 
blocked. 

Use KK to anticipate same 
whiffed attacks jus! outside of an 
opponent's max poke range. The 
slow start up can also bait an 
attack. If this move bits, it knocks 
down, hot has terrible recovery. 


STANDING CLOSE 

Close MP is Yun's best dose mid- 
level attack. It has a decent 
amount of frame advantage 
after, nil owing you to verify ond 
combo after it with IK Zeshou 
Houho (IP). If MP is blacked, 
walk up Zenpou Tenshin, + + LK 
(x2) 4 Zeshou Houho (LP), 

Close MK launches and is super 
jump cancelable. Can be used as 
anti-air or a safe mid-level attack 
on wake up. Whether it hits or not 
ifs possible to cancel the attack 
after it connects into a super jump, 
allowing juggles after it, or if 
blocked, follow up the failed attack 
into a Raigeku Shuu pattern. 
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SPECIAL MOVES 


JUMPING 


4 * *+ +P 


Zesfiou Houho 4 * * + P 


Kobokushi 


CROUCHING 

4 4 LK (x2> Is one of Yun r s only 
safe options to land super arts off 
of a low alack. Use it for set ups 
and guessing games, like 4 + LK, 
command throw, or 4 + LK, MEJ 
H( * 4 HP chain. 

4 + MK is Van's only decent low 
poke. Although somewhat slow, 
4 + M ESC Tetsazankau or 
Soursti-Rengeki can be used la 
punish whiffs if done early. 


Low Jab 
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* + HP 
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Vertical Fierce 
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Pressing Two punches instead of one fakes ihe attack, 
cancelling if [usf before the punch. Very slaw star I up. 
Extremely good priority because of its large ful box. 
Can be used from far away in anticipation to beat n 
fump in ar an attack wrlh range. Although risky 
Kobokushi can be canceled into from LP LK -> 
MP target chain. Fake in the same silualian to keep 
players from parrying Ihe pnim thrust, allowing you 
to mix up with a' walk up throw or 4 + LK (x2). 
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Ihe MP, HP and EX versions of this attack are a jug- 
gle set up. Button strength determines how far the 
move travels. Can be used to travel under fireballs in 
a limited manner. Ihe LP version is especially useful 
in combos with super arts. The B version gets a 
HUGE speed and distance increase. Very good for 
punishing whiffed attacks from far owqy and going 
under projectiles, Safe from most everything bul a 
handful of super arts if blocked. 
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Yun's most damaging, comboable special. The nor- 
null version has some use in combos versus standing 
characters and some [uggles. The EX version gels a 
speed Increase and allows for juggles after il hits. 
Goad as anti-air, and somewhat useful as a reversal, 
but whiffs versus some crouching attacks. 
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Zenpou Teirshin 
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Command grab that switches sides with opponents 
and leaves them open for o combo. Incredibly useful 
os it can lead to major damage off of a I brow. Has 
slightly more ra nge ihctn a normal I brow. 
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SUPER ARTS 

SUPER ART I 

% % + 4 V *■ 4- P You-Hou 

You-Hou is only ihree hits, but those hits do on incredible amount of 
damage. The last hit sets up a juggle slate to continue o combo, A basic 
finish is Tetsuzonkou (MP), Zeshou Houho (LP], You-Hou conveniently 
comhos off both of Yan's LP, LK, MP and MP, HP, «- + HP target chains. 

IPs also possible to juggle an opponent with 
You-Hou after Yun's neutral throw before 
they hil the ground. You-Hou has a solid 
window of invulnerability at start up. Use it 
to blow through certain attacks, or as a 
solid anti-air. You-Hou is so strong that it 
has 100% combo possibilities on Akumo 
and on a morphing X.CO.P.Y. Twelve. 

Ycu-Hou's main flow is the length of the 
bar. tl takes a fairly tong time to build up 
enough super meter to use You-Hou. When 
Yun doesn't have any super meter, he can- 
not do any damaging combos. At those 
enough to discourage wake up moves and 
[ho low risk/reward ratio. 

Recommended Super Art: Genei-Jin 

Genet-jin fs so good that there is no need to ever pick You-Hou 
or Soural-Rengekt, The damage potential Is great and the super 
meter is short* Expect to refill super meter in no time offer a 
Genei-Jin cambo. Genei-Jin is deadly when combo ed, and 
always scary whenever and wherever activated* 



times he's not intimidating 
random attacks because of 


TARGET COMBOS 


JUMPING LP -4 HP 

Decent Two hit jumping attack versus players who 
ontl-oir parry often. Con be used in juggles. 
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i~+MP-» 4 + HP 

Not so good, sab three hit chain. Ones mediocre 
damage, hut able to be parried high or low. 
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4 + HK -► HK 

Two hit chain starting off o sweep. Decent damage. 
Second hit has terrible recovery however. 
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MP-4HP-4* 4- HP 

Three hit chain with a super art cancelable last biL j 
Third hit knacks down. Decent range and do mage, i 
Good way to land a You-Hou off of a mid-level hil. 
Verifiable through the first two bits. Slight frame 
advantage after the second hit. 
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CLOSE LP LK -* MP 

Flexible three hit chain with a cancelable last hit, 
Yun's main opening for combos. The last hit of the 
chain carries a small disadvantage that is punishable 
with a fast super art or Ken's Shouryuken (LP). 
However the chain is perfectly verifiable off of the first 
you never need to chain into the third hit if it's h locks' 
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SUPER ART II 

+ P __ Soum-Renflekl 

Souroi-Rengeki is the perfect super art for a rush down style Yun play- 
er, Souroi-Rengeki provides three medium sized super meters, which 
frees up the use of EX moves without worrying about super meter man- 
agement. Sourai-Rengeki combos veritably off of Yun's LP r LK, MP tar- 
get chain, as well as 4 + LK (x2). Use 4 + 
MK Sourai-Rengeki to punish whiffed 
pokes or throw attempts, as well os slop- 
ping dashes. Buffer super art motions info 
the move when out of range for an auto- 
matic super art if it hits something. When 
Sourai-Rengeki connects, St knocks down 
and sets up a cross up Raigeku Shuu oppor- 
tunity on woke up. Constantly keep on the 
pressure with Sourai-Rengeki, landing super 
art after super art if super meter permits. 

The only downside to this super art is that it 
is geared towards an aggressive style of play. Against certain characters, 
especially Ken, Yun is prone to get hit by random jumping attacks and 
anti-airs. 



SUPER ART III 
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Genei-Jin 


Genei-Jin is arguably the best super art in the game. It has the shortest 
super meter and has ihe highest damage potential of any super art. 
With Genei-Jin activated, any hit can lead to a juggle stale and a big 
combo. There are many ways to cambo lata Genei-Jin. The most often 
used setup is to activate after canceling a 
IP, LK, MP target chain and linking Genei 
Jin hits afterwards. When juggling oppo- 
nents, after the Genei-Jin timer runs out it's 
possible to continue to juggle a few more 
times for added hits of extra damage. Yun 
olso starts to build up super meter with 
those last few hits. An average full Genei- 
Jin combo can replenish around 1 5% -20% 
of Ihe super meter. 
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COMBOS YOU NEED TO KNOW 


2 HITS 

TOTAL DAMAGE; 20 


5 HITS 

TOTAL DAMAGE; SO 


15 HITS 

TOTAL DAMAGE: 92 


13 HITS 

TOTAL DAMAGE; 94 


* + LK, f + LK Zeshou 
Houho (LP) 

4 HUS 

TOTAL DAMAGE: 25 

Close LPh>LK-*MP-* Zeshou 
Houho (HP] 

SHITS 

TOTAL DAMAGE: 28 

Close IP -»LK->MP -4 Nishou 
Kyaku (HK} 

3 HITS 

TOTAL DAMAGE: 25 

Close MP linked into a far LK -> 
Zeshou Houho (LP) 

3 HITS 

TOTAL DAMAGE: 22 

Zenpou Tenshin finked into 4 + 
MP Zeshou Houha (MP) 

8 HITS 

TOTAL DAMAGE: 36 

Zenpou Tenshin linked into * + 
JAP -> Sourai-Rengeki 

6 HITS 

TOTAL DAMAGE: 52 

Zenpou Tenshin linked straight 
into You-Hou, when able, imme- 
diately juggle with Tetsuzan Kou 
(MP), when you recover juggle 
again with a Zeshou Houho (MP) 

6 HITS 

TOTAL DAMAGE: 40 

Close LP LK -* MP EX 
Tetsuzan Kou, juggle with an 
early Zeshou Houho (LP) 



Anti-air 4 + MP -> EX Nishou 
Kyaku, juggle with a semi late 
Nishou Kyaku (HK). 

3 HITS 

TOTAL DAMAGE: 28 

Close MK, super jump cancel, jug- 
gle with a semi late LP HP 
chain. 

10 HITS 

TOTAL DAMAGE: 55 
Close LP -> LK MP -4 
Tetsuzan Kou (LP) -> Sourai- 
Rengeki 

8 HITS 

TOTAL DAMAGE: 67 

MP HP -* *■ + HP You- 
Hnu, juggle with an early 
Tetsuzan Kou (MP], juggle again 
with a Zeshou Houha (MP) 

7 HITS 

TOTAL DAMAGE: 78 

4 + LK, 4 + LK** You-Hau, jug- 
gle with on early Tetsuzan Kou 
(MP), juggle again with a 
Zeshou Houha (MP). 

8 HITS 
TOTAL 

DAMAGE: 50 
4 + LK, 4 + LK 
Sourai-Rengeki 


Lp LK, MP target chain Genei- 
Jin, 4 + MP -¥ Dakar, hop kick, 
hop kick, HP, hop kick, hop kick, 
fierce Tetsuzonkou (MP), 
Tetsuzan kou (MP), Dakai, 
Zeshou Houho (LP). 

Basic corner Genei-Jin combo. 

18 HITS 

TOTAL DAMAGE: 75 

Lfi LK, MP target combo -¥ 
Genei-Jin, 4 + MP, HP 
Tetsuzonkou (HP), Zeshou Houho 
(MP), MP, hop kick, hep kick, 
Dakai, Zeshou Houho (MP), close 
JAK, Dakai, Zeshou Houho (LP). 

Basic full screen Genei-Jin 
combo. Has the option for a reset 
opportunity to achieve more 
meter after the combo, or to land 
a Zenpou Tenshin. 


4 + MK -> Genei-Jin, i + LP 
Dakai, hop kick, bop kick, 
Kckkushi, hop kick, hop kick, 
Kabokushi, Nishou Kyaku (HK), 
Tetsuzonkou (LP), Dnkai, Zeshou 
Houho (LP). 


Very good damage off of a low 
attack in the corner. Cannot he 
parried high. Good for mix-ups 
against wake up parry attempts. 


12 HITS 


TOTAL DAMAGE: 104 


CORNER ONLY 


Close MK (super jump cancel) 
Genei-Jin, KobokusbE, hop kick, 
MR Kobokushi, bop kick, Mfj 
Kobakushi, Nishou Kyaku (HK), 
Tetsuzonkou (LP), Dakai, Zeshou 
Houho (LP). ? m 


MK must he super jump canceled 
to be able to super cancel into 
Genei-Jin. Must damaging basic 
combo that works on all charac- 
ters in the corner. Stand for- 
ward is a mid attack that 
cannot be parried low. 
Good for mix-ups against 
woke up parry 
attempts. 
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Gekihov Sui 


Yun works well os g rush down eh a racier. His Roigeku Shuu is bis mo in 
weapon to attack end move in on his opponent. The three variations of 
fhe Rcirgeku Shuu give Van the ability to mix if up against o character 
thal likes to anti-air or parry the Raigeku Shuus. The short Raigeku 
Shuu is especially useful in this situation. Jumping and doing a short 
Roigeku Shuu right in front of the opponent can bait out and anti-air or 
a jump attack ihnt misses. Against a defensive opponent, whiffing a 
Raigeku Shuu out in front of them can leod lo a free opening on ihe 
ground. They may expect the Roigeku Shuu to hit them, and block 
accordingly. By the lime they realize it isn't going to hit, Yun is usually 
already an the ground in prime position to throw ar start a target chain 
combo. Learn Ihe distances well for all of bis Roigeku Shu us so you con 
gain position in front of your opponent from anywhere on the screen. 

Yun is very much a momentum character Y/hen he starts Raigeku 
Shuuing and scores knockdown offer backdown, if is hard to get him off 
of you. But if he is constantly attacking, be is very open to be hit by a lot 
of random things, namely anli-airs, jump attacks, and parries. His 
Raigeku Shuu is his best attack, but also his most vulnerable move. 
Someone with quick reflexes can either parry, or immediately jump upon 
seeing a Raigeku Shuu, When ibis starts happening, ft is very hard for Yun 
to continue attacking to keep his momentum going. Raigeku Shuuing 
from the air is Yun's best avenue of attack. His ground game is rather lim- 
ited. Random Tetsuzankou (MP)s from lime to time can help get Yun in, 
but Ibey carrbe parry bait to someone who is looking out for them. 

ADVANCED TACTIC: KARA KOBOKUSHI 

With basic and easy to do Genei-Jin combos, Yun already has the high- 
est damage potential in ihe game. Rut there is a technique he tan use 
lo further increase the damage of his Genei-Jin combos. Kobokushis are 
Yun's most damaging move. In most Genei-Jin combos it is ideal to do 
os many Kobokushis as possible. Bui Kobokushis move Yun away a sig- 
nificant distance to where he can't normally follow up with another 
Kobokushi without first doing a few moves that progress him forward a 
bit. Yun cun get around this by kara canceling into a Kobokushi with 
moves that move him forward. By kara canceling, Yun can da repeated 
Kobokushi Genei-Jin combos far insane amounts of damage. 

There are two methods lo kara palm, and they are both equally hard, 
Ihe first method is as follows: While in Genei-Jin, do a far MP and can- 
cel it into LK and cancel into Kobokushi. You have to hesitate in cancel- 
ing the MP in order to allow il ta move Yun forward far enough. The LK 
needs lo be cancelled immediately into a Kobokushi in order to give Yun 
enough time to juggle ihe opponent. A technique to help make this a lit- 
tle bii easier is to bold dawn strong. Then when you press short, hold 
that down to prevent yourself from negative edging a Zenpou Tenshin 
accidentally. Then as you go lo press punch for the Kobokushi, first let 
go of strong lo get the negative edge, then drum jab and fierce to help 
with the liming of it. If done properly, niter the MR you should only see 
the LK for a fraction of a second before the Kobokushi comes out. 


The second method is: While in Genei-Jin, da a MP and cancel il into low 
roundhouse and cancel into Kobokushi. like the previous method, make 
sure strong has enough lime to move Yun forward before you cancel it. 
Try to hit roundhouse at the DB port af the Zenpou Tenshin input. Held 
roundhouse to prevent any negative edge. Then drum alj three punch- 
es to hit the Kobokushi at the right lime. If done properly, you should 
hear Yun give his famous "Whoa" yell before being interrupted by the 
Kobokushi sound. 

ADVANCED GENEI-JIN TACTICS 

While Genei-Jin is absolutely lethal at point blank range, it also has the 
effect of allowing Yun the ability to get in on characters from a full 
screen away, Ken for example can counter alf of Yun's rush-down tactics 
and keep him away from loading combos. If Yun activates Genei-Jin 
however, Yun has the advantage now because if Yun lands any hit, it con 
lead to a high damage juggle. All of Yun's pokes ore super fast and have 
super priority during Genei-Jin, If Yun cun't get in on a certain charac- 
ter, all he needs to do is activate Genei-Jin from a safe distance away, 
then he con start his offensive rush down for free, if the opponent is 
unwise and tries to altar k, they will most likely gel beat by Yun's high 
priority Genei-Jin moves. With Genei-Jin activated, Yun has the ability 
to control all the space around him for the few seconds it lasts. This 
should be sufficient to get dose to the opponent and scofg some dam- 
age as well as a knock down. Then Yun can safely mount an offensive 
strike os ihe aggressor in a wake up situation. If Yun starts to get in 
trouble and loses his momentum, he can simply wait until he refills his 
meter and tern activate Genei-Jin again before he Iries lo ottock again. 

Another way to score damage during Genei-Jin when the opponent is 
blocking is to go for lots of hop kick overhead attacks, Yun's overhead 
comes out fast and does good damage. You son "hide" the overhead hy 
doing a MP first and canceling into the overhead. After you have trained 
them to look for overheads, you can start to mix it up wilh low attacks 
into either Dakni or n Kobokushi, If they anlkipated wrong and blocked 
high thinking m overhead was coming, you will knock them over and 
initiate a Genei-Jin juggle combo opportunity. 


RESETS 

Reset 1 : If Yun is able to catch an air borne opponent with a jumping 
MK, and lands before lliey do, he con activate Genei-Jin before they 
land and Zeshou Houho to juggle them before they hit the ground. They 
ore now in a [uggle stale for Yun to continue comboing them. The oppo- 
nent can porry the Zesshou if they anticipate it, hut II is 3 hits end comes 
out fast, so it is difficult to see ond da. 

Reset 2: During a mid to full screen GenehJin comho, Yun can reset the 
juggle, causing the opponent to flip back and recover. Yun can then hit 
them before they lend on the ground to start a new Genei-Jin juggle 
state. You will know if you are successful if the com ha counter reslorts 
back ut 0 hits. The reason you would want to reset the combo is because 
scaling of the super meter is also reset. When Genei-Jin ends, Yun can 
land a few extra normal juggle hits before the opponent hits the 
ground. Those hits give Yun back some of his super meter. Ihe amount 
of meter he gels per hit is dependant on how many total hits the combo 
was. Refilling the super meter has hit scaling similar to damage scaling. 
But in a reset combo, all of this is reset os wall. So each hit after the 
reset gives bock a Ion of meter because the combo is storting over ond 
is only a few hits at that point, 

PARRY SETUPS AND TACTICS 

If you activate Genei-Jin while ihe opponent is blocking, do some over- 
beds ond then hesitate. Make it look like there is an opening In your 
pressure tactics to bail them lo hit you. Most opponents will do a low 
move to try to hil Yun during or after an overhead. This is w hen you 
down parry. If ihey stuck out o low poke, you con then 4- + UK 
Oukoi to launch them into the corner and initiate a juggle combo. If they 
do nothing and continue to block, simply continue an with your barrage 
of Genei-Jin attacks. 

GROUND CROSS UPS 

Yun can cress up Twelve, Alex, Dudley, Macro, Hugo, Elena, Chun-U, and 
Oro in any corner. 


S 


Yun cun cress up Ituki, Yun. ond Yang only in his own corner. 

FAVORABLE MATCH UP: CHUN-U 


MAKEUP GAME 

When Yun knocks someone down, he has a huge hog of tricks he can 
rely on to continue to score damage and apply pressure. His Roigeku 
Shuu is his most useful weapon. In the corner, Yun can cross up nearly 
every character with a properly timed Raigeku Shuu on wake up. If the 
cross up hits, follow up wilh a combo. If they block, Yurt has many 
options. Since Yun is in the corner at this point, he can Zenpou Tenshin 
and flip over them, and combo them hack inlo the corner and repeal the 
whole process. Yun can also tick info Zenpou Tenshin to mix it up. Stand 
job, * + LK, and 4- + MK are good lick throw setups. Anolber option is 
to immediately do close stand forward after a blocked Raigeku Shuu. 
You con super jump cancel the MK and Roigeku Shuu them again, 

When Yun is the one knocked down, he has very few options to get a 
character off of him. His only decent move in this situation is an EX 
Nishou Kyaku. But it is very vulnerable if it misses, it will tend to miss 
if the opponent Is crouching. A better option Is to wait it out and block 
and look for o safe opportunity to attack. If you see your opponent 
stand up to either throw or gain positron, immediately + + IK -¥ 
Sesshou Hohou, Other than these options, Yun isn J 1 the besr character al 
dealing with being cornered. 

SETUPS 

Ranges setups for UGH super 

Against medium sized characters: 

(Zenpou Tenshin], UOH, * + MK Sourai-Rengeki 

Against wide characters: 

(Zenpou Tenshin}, UOH, + + MP -> Sourai-Rengeki 
Against Oro: 


Chun-U controls the ground, but Yun doesn't primarily oltack from ihe 
ground. Yun can successfully attack Chun-0 from the air because she 
doesn't have any solid anti-air moves. Use Raigeku Shuu on her. Be 
careful about Raigeku Shuu being parried, but whiffed Raigeku Shuu 
(LK] can overcome this. Even if thun-tt is successfully stopping Raigeku 
Shuu rushes, Yun always has ihe option to run away and build super 
meter. 

Avoid having Roigeku Shuus parried or countered to be able to handle 
Chun-U without many problems. One thing to be careful of is Cbun-Lt's *■ 
low job. It's the quickest normal move m the game and beald oul many 
Yun's attacks in Genei-Jin, Option down parry during blocked Genei-Jin 
sequences to neutralize this threat and land big combos on Chun-U. 

UNFAVORABLE MATCH UP: KEN 

Ken is Ihe reason Yun needs the run-away strategy m his hug of tricks. 
Yun has a hard time attacking Ken without Genei-Jin activated, Ken's 
Shout yuken (HP) covers plenty of ground, perfect for punishing whiffed 
Roigeku Shuu (LK), Yun must be careful every time he jumps. Ken's 
jumping HP and HK consistently slop Yun from jumping in and Raigeku 
Shuu attempts. Also, since Yun spends so much time in ihe orr, he is at 
risk for random jump EX hurricane kicks. Getting in on the ground is not 
any easier, Ken keeps Yun away with low MK. 

For Yun to win this match, he must run awoy. Only attack when it is safe, 
meaning with Genei-Jin activated. Keeping Ken away long enough to 
build up super meter is no easy task. PJay carefully wilh patience, wait- 
ing for the right limes to attack. 


Mo setup is required. UGH You-Hou or Sourai-Rengeki works al 
close distance on crouching Oro. Yun can even do UGH jab, 
short, strong target chain -> Genei-Jin on crouching Oro. 
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A 2 hit projectile with fire elemental properties A 1 hit projectile with ice elemental properties 
launches from Gill's fire side. Button strenglh used launches from Gill's ice side. Button strength used 

determines the angle of the projectile. determines the angle of the projectile. 
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Psycho Headbutt 


GUARD fF 
"parry (T 



"CD 

f CD 

fen 

fra 

'gd 

'GD 

'GD 

'ra 

> 


(Fire elemenlal from left tide. Re elemental from 
right side.) 

Cyber Lariat hits at two different points in the move, 
which cause different effects. Hitting early in ihe 
move knacks down. Hilling loler in ihe move knocks 
down opponents in the air and causes a juggle state. 
It con also hit for twice if positioned right. Cyber 
lariat con be done multiple times to continue to fug- 
ole on airl 


JVtoonsoult Knee Drop 
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Gill knocks opponents into the air with a flying heat- 
butt and puts them in a juggle sidle, (an he used as 
anti- air or to continue juggle combos. 
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Gil! jumps and tracks opponents to land an 1 hem with 
a devastating knee drop. 


203 


SUPER ARTS 

super m mumuTY 

Gill never needs 10 choose a super art, lie always has access to all three, 

SUPER ART 

Meteor Strike 

Gill summons a meteor shower from ihe heavens. If any meleor hits, it 
initiates a [uggle state and allows the meteors ihal follow to combo for 
big damage. Gill is vulnerable during ibis super art 



TARGET COMBOS 


IP -> MP 


Whiffs against crouching characters. Ho real uses. 

f cm | 
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COMBOS YOU NEED TU KNOW 


3 HITS 

* + LM + LK^ + + MK 

Easy low combo. Terrible damage 
bul it r s flexible and very safe, 

6 HITS 

+ + HP {2 bits], juggle with an 
early Psycho Headbutt (HP), 
when Gill lands, juggle with 
another + + HP (I hil) r [uggle 
again with a late Cyber Lariat 
[HP) 

Basic extended juggle, Can be 
used as anti-air or for punish- 
ment situations. Knocks dawn. 


16-18 HITS 
MIDSCREEN ONLY 

Jump in with a semi eorly HK, 
land, link * + HP [2 hits), imme- 
diately [uggle with o Psycho 
Headbutt (HP) r [uggle again with 
an early HP; when Gill recovers, 
immediately juggle with an early 
Meleor Strike; when Gill recov- 
ers, juggle with * + HP (2 bits), 
[uggle again with a Psycho 
Headbutt (LP) r then finally juggle 
wilh Psycho Lariat (HP) 

Massive damage. Usually dizzies 
most characters. The Meteor 
Strike juggles rather inconsistent- 
ly. Knocks down. 
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SUPER ART 

f ^ 4 Seraphic Wing 

The ultimate super art because Gill is completely invulnerable. Seraphic 
Wing cannot be parried. It does massive damage on u hit, and even chip 
damage consumes around 2536 of a lifebar. 



SUPER ART MAX 


Su per meter at MAX when Gill is KO' d R e surre ction 



if Gill loses all of his lifebar, bat has o full super meter, his Resurrection 
super art activates automatically to revive Gill and restore his health. 3l 
takes a few seconds lor Gill to fully regain all of his heallh. He can be 
hit out ol Resurrection before he gains all of his heoflh back. However, 
he pushes opponents away with an invisible 
force that helps protect him while he recov- 
ers. After Resurrection, Gill cannot gain any 
more super meter for the rest of the round. 






* + LK -> PALM UPPER 

[c “ 

Does nol combo. Second hit is cancelable. Ok far 
guessing games: mix up + + LK r walk up throw and | 

[GD 

* + LK Palm Upper -> Fierce Cyber Larinl. 

. 




a HITS 


CORKER ONLY 


Jump in with a semi eorly HK, 
land and link i + HP [2 hits), 
[uggle immediately with an early 
HP juggle again with an immedi- 
ate Cyber Lariat (LPJ; when Gill 
recovers, juggle with HP then 
walk up and juggle again with 
alhird HP 


instant dizzy combo. Very diffi- 
cull against some characters 
like the shotos. 

The Cyber Lariat 
also misses one hit on 
some characters, though It 
doesn't affect the combo 
much. Knocks down. 


In the age of the Gods, Gill rules over alf. In Stmt fighter lit: ^ Strike, Gill rules over the 19 normal characters as their supreme end boss. Gill is 
much more powerful than the normal cast of characters. He was not selectable in the arcade, however he is available as a secret character an the 
console version as a bonus feature. With his high priority attacks, huge damage off of ludicrous [uggle combos, and 3 devastating super arts, most 
characters do not stand a chance against him. 

Gill's body is split down the center la separate his two elemental abilities. His right side harnesses the element ol fire. His left side harnesses the ele- 
ment of ice. Depending on which direction Gill is facing, many of his normal and special attacks will change based on what part of his body the move 
originates from. The move will either have the properties of fire, or ice. 
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BradyGAMES published its first strategy guide in November of 1993, and every 
year since then, we've made great efforts to give you the best guides possible. 
Now celebrating our 10 th anniversary, we’d like to take this opportunity to say a 
few things and extend a special invitation to you— our readers. 

First of all, THANK YOU! Whether you’re a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have 
enhanced your overall experience when playing games. These days, completing 
a game isn’t just about how quickly you finish. It’s about uncovering absolutely 
everything a game has to offer: side quests, mini-games, secret characters, and 
multiple endings just to name a few. That’s what the TAKE YOUR GAME FURTHER ® 
banner at the top of our guides is all about. 

Many games deserve more than just a standard strategy guide, and we recognize 
that. Our guides are produced with the highest quality standards and are tailored 
specifically for the games they cover. With the introduction of our Signature 
Series and Limited Edition guides, we raised the bar even higher. 

Now for the “invitation" part. Although we constantly challenge ourselves to 
improve our guides, we’d like your help too. You’re formally invited to tell us what 
you think about our guides. Like something we do? Let us know. Think some- 
thing we've done is totally lame? Please let us know. We want your feedback no 
matter if it's good, bad, or just plain ugly. You can write or e-mail us at the 
addresses below, and we wf//read what you send. Your opinions are important to 
us, and may influence the direction for our guides in the future. 

Write to: Send e-mail to: 

BradyGAMES feedback@bradygames.com 

800 E, 96th Street, 3rd Floor 
Indianapolis, IN 46240 

For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 




STREET FIGHTER™ 

ANNIVERSARY COLLECTION 

OFFICIAL FIGHTER’S GUIDE 

©2005 Pearson Educoticm 

BradyGAMES® is a registered irademark of Pearson Education, Inc. 

Alt rights reserved, including the right of reproduction in whole ar In 
part in any form. 

Brady GAMES© Publishing 

An Imprint of Pearson Education 
800 East 96^ Street, Third Floor 
Indianapolis, Indiana 46240 

STREET FIGHTER™ ANNIVERSARY COLifOlON© CAPCOM CO, LTD, 2004, 
© CAPCOM U.SA, INC 2004 ALL RIGHTS RESERVED. HYPER STREET 
FIGHTER™ II: The Anniversary Edition © CAPCOM CG„ LTD. 2003, © 
CAPCOM U.SA, INC. 2003 ALL RIGHTS RESERVED STREET FIGHTER™ III 
3rd STRIKE Flgbl for the Future© CAPCOM CO, ITO. 1999. 2004, © 
CAPCOM U.SA, INC. 1999, 2004 ALL RIGHTS RESERVED. 

Please be advised that the ESRB rating irons, "EC", TA", T 1 , T, "M", 
JJ AQ", and n- RP n ‘ are copyrighted works and certification marks owned 
by the Entertainment Software Association and the Entertainment 
Software Rating Board, and may only be used with their permission and 
authority. Linder no circumstances may the rating icons be self’ applied 
or used In connection wrlh any product that has not been rated by the 
ESRB. For information regarding whether rr product has been rated by 
the ESRB, please call the ESRB at 1800) 771-3772 or visit esrh.org. For 
information regarding licensing issues, please call the ESA at [21 2} 779- 
4372, Please note that ESRB ratings only apply la the content of the 
game itself and does NOT apply to the ccnienf of the books. 

ISBN: 0 7440-0394 6 

LIBRARY OF CONGRESS CATALOG NO,: 20049374 


Printing Code: The rightmost double digit number is the year of the book's 
printing; the rightmost slngle-digll number is die number of the book's printing. 

Far example, 05-1 shows that the first printing of the book occurred in 2005 HYPER STREET TIGHTER™ U: THE AN N IUERSARY EDITION 


08 07 06 05 4 3 2 1 

Manufactured in the United States of America, 

Limits of Liability and Disclaimer of Warranty: THE AUTHOR 
AND PUBLISHER MAKE NO WARRANTY OF ANY KIND, EXPRESSED OR 
IMPLIED, WITH REGARD TO THESE PROGRAMS OR THE DOCUMENTATION 
CONTAINED IN THIS BOOK. THE AUTHOR AND PUBLISHER SPECIFICALLY 
DISCLAIM ANY WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A 
PARTICULAR PURPOSE. THE AUTHOR AND PUBLISHER SHALL NOT BE 
LIABLE IN ANY EVENT FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES 
IN CONNECTION WITH, OR ARISING OUT OF, THE FURNISHING, PERFOR- 
MANCE, OR USE OFTHESE PROGRAMS, 


BRADYGAMES STAFF CREDITS 


PUBLISHER 

David Way brig hi 

EDITOR-fN-GUIF 

H. Leigh Davis 

MARKETING MANAGER 

Janet Eshenour 

CREATIVE DIRECTOR 

Robin Lusek 

LICENSING MANAGER 

Mike Degler 

ASSISTANT MARKETING 
MANAGER 

Susie Nieman 

TEAM COORDINATOR 

Stacey Beheler 


TITLE MANAGER 

Tim Cox 

DEVELOPMENT EDITOR 

Chris Hausermann 

SCREENSHOT EDITOR 

Michael Owen 

BOOK DESIGNER 

Dan Caparo 

PRODUCTION DESIGNERS 

Bab Kfunder 
Tracy Wehmeyer 


JOEY CUELLAR - STRATEGY AND COMBOS 

Thanks to: 

Alex Valle - Ryu/Ken, Mike Watson - Balrog/Ken, David Sirlin - Dhalslm/M. E ison/Vega, Chris Li - £. Hondo/ DeeJay/Sogat, Mike Crerpe - 
tommy/Fei long, Derek Daniels - Zangief/Bairog, Seth Killian - Chun Li/B!anko, David Wright - 1 Hawk, Artavan Mkhikian - Guile, and John 
Choi - SagaL 

Special thanks la Alex Voile, John Choi, Mike Watson, Selh Killian, Derek Daniels, Tom Cannon, Tony Cannon, David Sirlin for being members of team 
Old School, and for keeping the Street Fighter community alive. Thanks to Shoryuken.com for being the best Street Fighter website out there and 
for letting me be a part of it. Finally, thanks to Saulhern Hills Golfland [now defunct) for creating the best competition In the country, 

■y ‘C 

CHRIS HAUSERMANN ■ MOVE LISTS AND SCflEE/USHOTS 

I want la thank my lovely wife Sara for all of her help and support, Marco Amitrono, Rob Gcnmpo, Bob Weber, and all of my friends wlm. played 
videogames with me hack in the day. Dove Blue far his music Influences and his competitive nature. My Japanese friends Tosbi Kosuge, Mr. Miara, 
Mr, Wadu, and Shinya Kuze for their friendship and countless rounds of fighting games. Special thanks to Toki, and everyone at Cnpcorn far iheir 
continued support. 

STREET FIGHTER™ ill 3 aD STRIKE: FIGHT FDR THE FUTURE 

ADAM DEATS - 5IW£GY AND COMBOS 

I want to thank Forrest Glen Walker far hts help with the glossary and other technical matters, I also want to thank the Texas Street Fighter com- 
munity for keeping competition alive for as long as they have, 

IWAffK SOGOVSK/ ■ STRATEGY AW COMBOS 

1 want to thank Hsian Chang for inspiring me to always improve my game, and to all the Austin 3rd Strike players for keeping the competitive spi- 
rt alive. 

Kf/V SCHMIDT - MOVE LISTS Am SCREENSHOTS 

1 want to thank the little arcade next to the pizza place near Indiana University where I first encountered Street Fighter IE and Its amazing ability t: 
consume quarters. Thanks to my brother, Rick, for helping me feed quarters into that machine and keeping my interest in Street Fighter II and its 
sequels for many years. 




ISBN 0-7440-0394-6 


52073 00394 4 


9 780744 003949 


For 15 years Street Fighter™ II has been a dominant 

FORCE IN FIGHTING GAMES, AND NOW THE ULTIMATE COLLEC- 
TION HAS ARRIVED. 


Let our tournament pros teach you all of the 

EXPERT STRATEGY YOU NEED TO MASTER ANY CHARACTER IN 

Hyper Street Fighter™ II; The Anniversary Edition or 
Street Fighter™ III Strike: Fight for the Future* 


Tournament Combos Give You the Edge in Every Match? 


Detailed Descriptions of Each Characters Moves 
and Special Abilities! 


Best Case Scenario Match-ups for Every Character! 


^ Advanced Techniques and Strategy! 
Anniversary Art Gallery! y 


Detailed Analysis of Every Characters Moves, 
Special Moves, and Super Arts ! 
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Devastating Tournament Combos to Crush Your Opponents? 


Frame Data for Every Street Fighter™ HI 3 nD Strike: 

Fight for the Future Character! 

Advanced Tips and Tactics 
from the Pros? 


STREET FIGHTER” III 3 rd STRIKE 
SOUNDTRACK INCLUDED! 
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